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HE Author of this Treatiſe did promiſe, 

if it met with approbation, to make an 

Addition to it by way of ArPENDIx, which he 
has done accordingly. 

It is neceſſary to premiſe, that thoſe who-in- 
tend to read this Treatiſe, are deſired to peruſe 
1 1 the following Calculations; and they need only 
charge their Memories with thoſe that are marked 
5 with a N. B. upon which the whole Reaſoning 
3 f this T reatiſe depends. | 
1 14 „directing with moral Certainty, 
bot to play well any Hand or Game, by ſhewing 
the Chances of your Partner's having 1, 2, or 3 
certain Cards. 


e 1 
Es * 


. 5 * 1 2 
* 


8 
De. 


1 K 
S 


4 a « oy”; 7 2 4% 
/ ones 
4 S 
WE” 8 . e 


me For EXAMPLE. 


is I would know what 1s the Chance of his hav- 

ing one certain Card. 

q 3 Anſiver. againſt for 
him. him, 

That he has it not, 1s N. B. --. 1 I 

B II. 
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II. 1 woald know What is the Chance of his 
having two certain Cards? 


| Anſwer. againſt for 


him. him. 
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That he has one of them only, is 31 to 26 
*That he has not both of them, 17 2 
But that! he has one 1 or both 1 is about } —_— 
NGC 1 
Zi. 1 would alſo know, what are the Chances 3 
of his having three certain cards? 1 
Anſwer. 2 "i 1 


That he holds one of them only, is 6 0 
325 for him, to378 againſt him, or about 1 
That he has not 2 of them only, is 156 


for him, to 547 againſt him, or about 5 7 _ 
| That he has not all 3 of them, is 22 } „ 
for him, to 681 Wein him, or about 231 9 
But that he has 1 or 2 of them, 15 48 I 1 6 . 
for him to 222 againſt him, or about 3 Wn 
And that he has 1, 2, or all 3 of 


them, is about 2M. 4.53" 5 3 


An Explication and Application of the Calculations, fe | 
neceſſary to be underſtand by thoſe who are 10 „ ad 1 
this Treatiſe. 1 
Firſt CALCULATION. a 

'T is 2 to 1 that my Partner has not one certain 

Lard.-. | L 13 

To apply this ation, let us ſuppoſe the 3 

right hand Adverſary leads a Suit, of which you 

have the King, and one ſmall Card only, you may 3h 
obſerve that it 15 2 to 1 by putting on your King, 3 

. "that the left-hand 75 Ennot win it. 
| BY, OV IS 5 ? Again, . 
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3 

Again, let us ſuppcſe that you have the King, 
and three ſmall Cards of any Suit, likewiſe the 
Queen, and three ſmall Cards of any Suit, I would 
now which is the beſt Suit to lead from; Anſwer, 
from the King, becauſe it is 2 to 1 that the Ace 
goes not lye behind you; but it is 5 to 4 that 
| Ihe Ace or King of any Suit, lies behind you, and 
| . by leading from your Queen-ſuit, 


(00 


F 
bi 
4 


bl you play to a Diſadvantage. 


224. CALCULATION. It is 8; to 4 at leaſt that 


3 2 55 


11 
0 


1 on your Queen, it 1s 5 to 4 that your leſt-hand 


our Partner has 1 Card out of any 2 certain Cards 
the like Odds is in favour of your right-hand and 
leſt-hand Adverſaries; therefore, ſuppoſe you 


5 
L * W 


have 2 Honours in any Suit, and knowing it is 5 
to 4 that your Partner holds one of the other 2 
Honour, you do by this Knowledge, play your 


ame to a greater Degree of Certainty. 


Again, let us ſuppoſe that you have the Queen 


us and 1 ſmall Card in any Suit only, and that vour 


il right-hand Adverſary lead that Suit, if you put 
3 can win it, and therefore you play 5 
to 4 to your Diſadvantage. 

3d. CALCULATION. It is 5 to 2 that your 
Partner has 1 Card out of any 3 certain Cards. 
Therefore, ſuppoſe you have the Knave and 1 
mall Card dealt you, and that your right-hand - 
* pdverſary leads from that Suit, if you put on the 
Y nave, it is 5 to 2 that your left-hand Adverſary 
as either Ace, King, or Queen of the Suit led, 
And therefore you play 5 to 2 againſt yourſelf; be- 
Bae, there is a further Conſideration, by making a 
j WDicovery to your right-hand Adverfary, he finef- 
1 les upon your Partner throughout that whole Suit. 
And in order to explain the Neceſſity there is, 
1 . 1 B 2 5 of 
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remaining 3 Players, of which 3 Trumps the 
Odds is 5 to 2 in your Favour that your Partner 
has 1; and therefore out of 7 Cards in your pſt 
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led, let us ſuppoſe that your Adverſary led a Suit, 4 
| of which you have King, Queen, and Knave, or 


Suit, and allo in all inferior Suits of which you $ 


King, and 2 ſmall Trumps, with a nor 
or 5 other winning Cards in your hand in any 
Suit, and that you have played Trumps two 
; Rounds, and that each Perſon followed Trumps ; 

in this Caſe, there are 8 Trumps out, and 6 


The Deal . — is 2110 % 
1 Love 5 „e 


e una wN 
1 
k 


of putting the loweſt of Sequences in all the Suits . 


Queen, Knave, and Ten; by putting on your W 
Knave of the Suit of which you have King, Queen, 
and Knave, it gives your Partner an Opportunity by. 


of calculating the Odds for and againſt him in that , F 


8 


have Sequences. 
A farther Uſe to be nde of the foregoing Cal- 5 
culation: let us ſuppoſe, that you have the Kee. 


Trumps remaining in your Hand, which make 8 
10, and 3 Trumps which are divided between the 


Hand, you are intitled to win 5 Tricks. 


Same CompuUTATIONS for laying of your Meno 1 p 
at the Game of WHisT. | 


With the DEAL. 


152to1 of the Game, and 1 of the Lurch 
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With the DE AL. 1 
5 2 - 18 5 
8 2 5 5 . 
WW... vs * 5 
5 is about - - 3 3h 
| 
Mith the Dx AL. F 
- - — 1 4 
20s ; ; f 
1s about - h @ 4 
2 With the DEAL, FE 
8 to 7 1s above | „„ ny on is 3 to 2 5 
9 to 7 is about — 12 to 8 1 


— 


8 to 9, upon the beſt Computation made at 
preſent, is about 3 and a half in the Hundred, in 
favour of 8 with the Deal: Againſt the Deal, 
the Odds is ſtill, though mall, in favour of 8. 
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THEN you Jedd, begin with the beſt Suit in 9 
your Hand; if you have a Sequence of 4 
King, Queen, and Knave, or Queen, Knave, and 
Ten, they are ſure leads, and never fail gaining 
the Tenace to yourſelf or Partner in other Suits ; 3 
and begin with the higheſt of the Sequence, unleſs 
you have 5 in Number: In that Caſe play the 1 
loweſt . in T rumps, en you muit always I. 


$ 
i 
1 


oy 3} 
„„ „„ | play 
py 1 = * 5 B 
* N '# 
r L 1 
— * 
* 
— 
* 7 
* TT) * 
— * * * 
* * y 


the GAME of WnrsT. 7 


play the higheſt) in order to get the Ace or King 
out of your Partner's or Adverſary's Hand, by 
which means you make Room for your Suit. 
II. 
If you have 5 of the ſmalleſt Trumps, and not 
= 1 one good Card in the other Suits, trump out, 
which will have this good Conſequence at leaſt, 
1 to make your Partner the laſt Player, and by that 
3 Means gives him the Tenace. 

19 0 | 1 Ed gs III. 

4 Tf yon have 2 fmall Trumps only, with 105 * 
om 1 King of two other Suits, and a Deficiency of the 
fourth Suit, make as many Tricks as you can 
immediately; and if your Partner reſuſes either of 
it your Suits, do not force him, becauſe that may 
7 weaken his Game too much. | 
% You need ſeldom return your Partner's Lead, 
if you have good Suits of your own to play, unleſs 
it be to endeavour to fave or win a Game: What 
is meant by ge od Snits, is in caſe you ſhall have 
27 Sequences of King, Queen, and Knave, or Queen, : 
1 Knave, and Ten. 


I yon have each 5 Tricks, and you are aſſured 
of getting 2 Tricks, in your own Hand, do not 
fail winning them, in expectation of ſcoring 2 that 
Deal; becauſe, if you loſe the odd Trick, it 
makes 2 difference, and you play 2 to 1 againſt 
yourſelf. 

An Exception to the foregoing Rule is, when 
you ſee a Probability either of ſaving your Lurch 
or winning the Game, in either of which Cafes 
you are to riſk the odd Trick. 
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VI. 
When you have a Probability 4 winning the 
Game, always riſk a Trick or two, becauſe the 
Share of the Stake, which your Adverſary has by 


a new Deal, will amount to more than the Point 


or two which you riſk by that Deal. 
The an Caſe refers to Chap. VI. Caſe 
1, 2, 3, 4, 5 ©. | 
VII. 
I your Adverſary is 6 or 7 3 and you are 
to Lead, your Buſineſs in that Caſe is to riſk a 


Trick or two, in hopes of putting your Game 
upon an Equality; therefore, admitting you have 
the Queen or Knave, and 1 other Trump, and no 


good Cards in other Suits, play out your Queen 


or Knave of Trumps, by which Means you will 


ſtrengthen your Partner's Game, if he 1s * in 
* ; if he is weak, you do him no Injury. 


| "FUL 
If you are 4 of the Game, you muſt play for 


an odd Trick, becauſe it ſaves one half of the 
Stake which you play for; and, in order to win 


the odd 'Trick, though you are pretty ſtrong in 


Trumps, be cautious how you trump out. What 


is meant by Strengh in "Trumps, is, in caſe you 
ſhould have 1 Honour and 3 Trumps. 
IX. 


- If you are 9 of the Game, and tho” very ſtrong | 9 
in Trumps, if you obſerve your Partner to have 


a Chance of trumping any of your Adverſary's 


Suits; in that Caſe do not trump out, but give 
him an Opportunity of trumping thoſe Suits. If 


our Game is ſcored 1, 2, or 3, you muſt play 
the Reverſe; and alſo at 5, 6, or 75 becauſe in 
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theſe two laſt recited Caſes you play for more 
x. 


If you are laſt Player, and find that the third 
Hand cannot put on a good Card to his Partner's 


than 1 Point. 


your own to play, return the Lead upon the Ad- 
verſary, which gives your Partner the Tenace in. 
that Suit, and often obliges the Adverſary to 
change Suits, and conſequently one the Tenace 
in that new Suit alſo, 

Xl. 


If you "I Ace, King, and. four ſmall Trumps, 


begin with a ſmall one; becauſe it is an equal 
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Wager that your Partner has a better Trump than 
the laſt Player; if ſo, you have three Rounds of 
Trumps; if not, you: cannot fetch out all the 
Trumps. 

XII. 

If you have Ace, King, Knave, and three ſmall. 
Trumps, begin with the King, and then play the 
Ace, (except one. of the Adverſaries refuſes. 
Trumps) becauſe the Odds is in your favour, that 
the Queen falls. f 
XIII. 

If you have King, Queen, and four ſmall 
Trumps, begin with a ſmall one, becauſe the Odds. 
are on your Side that your Partner has an Honour. 

XIV. 

If you have King, Queen, Ten, and three ſmall: 
Trumps, begin with the King, becauſe you have 
a fair Chance that the Knave falls in the ſecond: 
Round, or you may wait to fineſſe your Ten upon 


1 | the Return of Trumps from your Partner. 


Refers to Chap. VII. Caſe 1, 2, 3. 
B 5 Se 
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R | 
16 you have Queen, Knave, and fout ſmall 


Trumps, begin with a ſmall one, becauſe the Odds 


is in your favour that our Partner has an Honour. 
ee METH 

If you have Queen, Knave, Nine, and three 

ſmall Tramps, begin with the Queen, becauſe 

you have a fair Chance that the Ten falls in the 


ſecond Round; or you may wait to fineſſe the Nine. 


Refers to Chap: VIE. Caſe 1, 2, 3. 
XVII. 

If you have Knave, Ten, and four ſmall 
Frumps, begin with a ſmall one, for the Reaſons 
alſigned in No. 15. | 

XVIII. 

If you have Knave, Ten, Eight, and three 
ſmall Trumps, begin with the Knave, in order to 
prevent the Nine from making a Trick, and the 


Odds are in your favour that the three Honours 


falk! in two Rounds. 
. 

If) you have fix Trumps of a lower Denomina- 
tion, So are to begin with the loweſt, unleſs you 
ſhould have Ten, Nine, and Eight, and an Ho- 
nour turns up againſt you; in that Caſe, if you 
are to play through the Honour, begin with the 
Ten, which obliges the Adverſary to play his Ho- 


nour to his Diſadvantage, or leave it in your 


Partner” s Option whether he will pals it or not. 
> 6 
11 you have Ace, King, and three ſmall Trumps, 
begin h a ſmall one, for the Reaſons aſſigned 


in No. 15. 
1 
If you have Ace, Ring, and Knave, and two 


{mall 
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8 Citron tes 
wh. 


” F . 3 : | : I p . . 5 « . 5 2 R _— > ODE SENS" — _ 1, RA — fs e 
5 n r x A re REL or ye, n a AT. RE et n » r ˙ A Ss” YEE... dt 3 on: On A Be N 
r 9 292 PST r tr yy ES * 2 a Em Da an 3 £ n . e : * 22 3 . ; a 
MD IE * ar OR 5 MLS e> rats” ene, rr oi Fog qe : FER I IL OPENS SN Ns ee Tus e 2 r 8 U 7 = —— £4 
7 *. % 3 2 . A 33a WH 20 72 . 2 7 a * vs : * „ 8 2 4 - > * Ss * 7 "I'S ** 
1 n 8 . 2 N 2 vn 4 n as fe _ ws £2 2 D ** 
Cota n 8 A £ 8 # on Son : Fn ag A — jr ck > 2 * * 
8 ©» mY 4 - ot . 


a ee e 


to a moral Certainty, informs your Partner that 


Reaſons 1 in No. 15. 


1 rumps, begin with the King, for the Reaſons 


aſſigned in No. 15. 


ſmall Trumps, begin with the Queen, for the 


Trumps, begin with a ſmall one, for the Reafons : 


Rounds of Trumps it is Odds but that, the Nine 


the Game of WIS r. th 
ſmall Trumps, begin with the King, which, next 


you have Ace and Knave remaining ; and, by 
putting the Lead into your Partner's Hard, he 
plays you a Trump, upon which you are to fineſſe 
the Knave, and no ill Conſequence can attend ſuch 
Play, except the Queen lies behind you ſingle. 
Refers to Chap. VII. Cafe B a; 3 
XXII. | 
If you have King, Queen, and three ſmall 
Trumps, begin with a ſmall one, for the aſſigned 


XXIII. 
II you wa King, Queen, Ten, and two malt 


aſſigned in No. 21. - 
XXIV. 

If you have Queen, Knave, and three ſmall 
T rumps, begin with a ſmall one, for the Reaſons 


Xx. 
If you have Queen, Knave, Nine, and two 


Reaſons aſſigned in No. 16. 
XX VI. 


If you have Knave, Ten, and three ſmall 


W e in No. 15. 
XXVII. 
If you have Knave, Ten, Eight, and two ſmall 
Trumps, begin with the Knave, becauſe in two 


falls; or upon the Return of Trumps from your 
Partner, you * 1 the 2 5 


9.3 


XXVII. | 
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XX VIII. 
If you have five Trumps of a lower Denomi- 
nation, it is the beſt Play to begin with the low- 
eſt, unleſs you have a Sequence of Ten, Nine, 
and Eight; in that Caſe begin with the 1 of 


the Sequence. 
XXIX. 


If you have Ace, King, and two ſmall Trumps, 
1 in with a ſmall one, for the Reaſons aſſigned 


0. 15. 
XXX. 

If you have Ace, King, Knave, and one fog 
Trump, begin with the King, for the Reaſons 
aſſigned in No. 21. 

XXXI. 
If you have King, Queen, and two ſmall 


Trumps, begin with a ſmall one, tor the Reaſons | 


aſſigned in No. 15. 
XXXII. 


If you "Hi King, Queen, Ten, and one ſmall : 


Trump, begin with the King, and wait for the 

Return of 'Trumps from your Partner, when you 

Ars to fineſſe your Ten, in order to win the Knave. 
VXVXVXIIII. 

If you have Queen, Knave, Nine, and one 
ſmall Trump, begin with the Queen, in order to 
prevent the 'Ten from making a Trick. 

XXXIV. 

If you have Knave, Ten, and two ſmall Trumps, 

begin with a ſmall one, for the Reaſons . 


in No. I . 

; XXXV. * 
If you have Knave, Ten, Eight, and one ſmall 
Trump, begin with the Knave, in order to pre- 
vent the Nine from making a Trick. 
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XVXVI. 
If you have Ten, Nine, Eight, and one ſmall 
Trump, begin with the Ten, which leaves it in 


{ your Partner's Diſcretion, whether he will paſs 


l 
20 
45 
. 4 
781 
xt 
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15 


or not. 

5 XXXVII. 

If you have Ten and three ſmall Trumps, be- 

din with a ſmall one. 
CHAP. II. 

Some PARTICULAR RuLEs to be obſerve 1 . 


«41th, £ Beach 
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of Trumps, otherwiſe you may have your ſtrong 
Suit trumped. 5 


* r eg; 3 


II. 


r neen, and four ſmall 


If you have King, 
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you will have three Rounds of Trumps. 
„ W ; 
If you have King, Qpeen, Ten, and three 
ſmall Trumps, with a good Suit, trump out with 
the King, in Expectation of the Knave's falling 
at the ſecond Round; and do not wait to fineſſe 
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trumped. 5 
„ | 4 | 


7 ſmall one. | 
Ph * . V. | ; , 
If you have Queen, Knaye, Nine, and tro. 
mall 


{FF you have Ace, King, and four ſmall Trumps, 
with a good Suit, you muſt play three Rounds 


# Trumps, with a good Suit, trump out with the 
Eing, becauſe when you have the Lead again, 


1 the Ten, for fear your ſtrong Suit ſhould be 


ik you have Queen, Knave, and three ſmall. 
1 Trumps, with a. good Suit, trump out with 2 
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ſmall Trumps, with a good Suit, trump out with | 
the Queen, in Expectation of the Ten's ang 
at the ſecond Round; and do not wait to fineſſe 


the Nine, but trump out a ſecond time, for the 
Reaſons "0" in Caſe III. in this Chapter. 


VI. 
I you bave * T en, and, three — 
| fnallone. e 
VII. 


If you have Knave, Ten, Eight, and two ſmall 
Trumps, with a good Suit, trump out with the 
Knave, in Expectation of the Nine's falling at the 
ſecond Round. 

VIR. 

If you have Ten, Nine, Eight, and one e ſmall 
Trump, with a good Suit, ys out with the 
'Ten. 


* 


C H A P. II. 


PARTICULAR GaMEs, and the Manner in 


which they are to be played, after a Learner has 
made ſome Progreſs in the Game. 


UPPOSE yon are elder Hand, and that 
your Game confifts of King, Gern, and 
Knave, of one Suit, Ace, King, Queen, and 
two ſmall Cards of another Suit, King and Queen 
of the third Suit, and three ſmall Trumps: Quere, 
How is this Hand to be played? You are to begin 
with the Ace of your beſt Suit (or a Trump) 
which informs. your Partner that you have the 
Command of that Suit; but you are not to pro- 
ceed with the King of the ſame Suit, but you 
muſt play a Trump. next; and if you find your 
Partner 


rr 
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"hy and that your Adverfary plays to your weak Suit, 
vi. the King and Queen only, in that Cafe play 


uit; and if you obſerve a Probability of either of 


9 proceed then and play the King of the Suit of 


parently your Partner can give you no Aſſiſtance 
in Trumps, purſue your Scheme of trumping 


by which Means, ſuppoſing your Partner to have 
but two Trumps, and that your Adverſaries have 
four each, by three Rounds of "Trumps, there 
remain only two Trumps againſt you. 
5 . 
| Elder Hand. gt 
Suppoſe you have Ace, King, Queen, and 
one ſmall Frump, with a Sequence from the 
{ King of five in another Suit, with other Cards 
of no Value. Begin with the Queen of Trumps, 
and purſue the Lead with the Ace, which de- 
monſtrates to your Partner that you have the 


Trumps the third Round, till you have firſt gain- 
ed the Command of your great Suit, by ſtopping 
thus, it likewiſe informs your Partner that you 
have the King and one Trump only remaining; 


Trumps more, and Trumps went round twice, 
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King the third Round. When you lead your 
Sequence, begin with the loweſt, becauſe if your 
| | Partner 
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partner has no Strength to ſupport you in Trumps, 


the King of the Suit which belongs to the beſt 


your Adverſaries being likely to trump that Suit, 


it ſhould ſo happen, that your Adverſaries do not 
play to your weakeſt Suit, in that Caſe, tho' ap- 


out as often as the Lead comes into your Hand: 


King: And as it would be bad Play to purſue - 


becauſe, if you had Ace, King, Queen, and two 


you could receive no Damage by playing the 


— — 
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in the fourth Suit one. 
right-hand begins with playing the Ace of your 


Partner has the Ace, he plays it, which makes 
room for your Suit. And ſince you have let your 
Partner into the State of your Game, as ſoon as 
he has the Lead, if he has a Trump or two re- 


maining, he will play Trumps to you, with a 


moral Certainty that your King clears your Ad- 
verſaries Hands of all their Trumps. 


Second Player. E 


. you have Ace, 13 and two ſmall 


Trumps, with a Quint-Major of another Suit; 
in the third Suit you have three ſmall Cards, and 
Your Adverſary on your 


weak Suit, and then proceeds to play the King: 
In that Caſe, do not trump it, but throw away a 


loſing Card, and if he proceeds to play the 


Queen, throw away another loſing Card; and 


do the like the fourth Time, in hopes your Part- 
ner may trump it, who will in that Caſe play a 
Trump, or will play to your ſtrong Suit: If 


Trumps are played, go on with them two 
Rounds, and then proceed to play your ſtrong 


Suit, by which Means, if there happen to be $41 
four Trumps in one of your Adverfaries Hands, 


and two in the other, which is nearly the Caſe, 
your Partner being intitled to. have three 
Trumps out of the nine, conſequently there re- 


main only ſix Trumps between the Adverſaries; 
your ſtrong Suit forces their beſt Trumps, and 


you have a Probability of making the odd Trick 
in your own Hand. only; whereas if you had 


trumped one of your Adverſaries beſt Cards, you 
bad ſo weakened your Hs as probably not to 


make 
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: E ike more than five 'Tricks without your Part- 
/ ner's Help. 


IV. 


FX Suppoſe you have Ace, Queen, and three 

mall Trumps; Ace, Queen, Ten, and Nine of 
another Suit; with two ſmall Cards of each of 
the other Suits: Your Partner leads to your Ace, 
8 Knave, Ten, and Nine; and as the Game re- 


quires rather to deceive your Adverſaries, than to 


inform your Partner, put up the Nine, which 
naturally leads the Adverſary to play 'Trumps, if 


he wins that Card. As ſoon as Trumps are 


played to you, return them upon your Adverſary, 


keeping the Command in your own Hand, If 


your Adverſary who led Trumps to you, puts 


up a Trump which your Partner cannot win, if 
he has no good Suit of his own to play, he will 
return your Partner's Lead, imagining that Suit 
lies between his Partner and yours; if this Fineſſe 
of yours ſhould ſucceed, you will be a great 
Gainer by it, but ſcarcely poſſible to be a Loſer. 


Suppoſe you have Ace, King, and three mall 


Trumps, with a Quart from a King, and two 
ſmall Cards of another Suit, and one ſmall Card 
to each of the other Suits; your Adverſary leads 
a Suit of which your Partner has a Quart-Major; 
your Partner puts up the Knave, and then pro- 
ceeds to play the Ace: You refuſe to that Suit 
by playing your looſe Card; when your Partner 
plays the King, your Right-hand Adverſary 
trumps it, ſuppoſe with the Knave or Ten, do 


not .over-trump him, which may probably loſe. 


you two or three 'Tricks by weakening of your 
Hand: But if he leads to the Suit of which you 
have 


” 
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out of your Partner's or Adverfaries Hand; which 


| ers. 


Games to be played with certain Seeed where- 


plays well, that he can have no more of that 


FTrumps, or by playing ſome other Suit. 
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have none, trump it, and then play the lowef 
of your Sequence, in order to get the Ace either 


accompliſhed, as ſoon as you get the Lead, play 
two Rounds of Trumps, and then proceed to 
play your ſtrong Suit. Inſtead of your Adver- 
ſary's playing to your weak Suit, if he ſhould 
play Trumps, do you go on with them two 
Rounds, and then proceed to get the Command 
of your ſtrong Suit, but you will ſeldom find this 
laſt Method practiſed, — by moderate wa 


by you are aſſured that your Partner has no more 
of the Suit played either by yourſelf or him. 


Firſt Example. 
UPPOSE you lead from Queen, Ten, 
Nine, and two fmall Cards of any Suit; the 
ſecond Hand puts on the Knave, your Partner 
plays the Eight; in this Cafe, yon having Queen, 
Ten, and Nine, it is a Demonftration, if he 


Suit. Therefore, by that Diſcovery, you may 
play your Game accordingly, either by forcing 
him to trump that Suit if you are ſtrong in 


Second Example. 

Suppoſe you have King, Queen, and Ten of a 
Suit, and you lead your King, your Partner 
plays the Knave, this demonſtrates he has no 
more of that Suit, 5 
Third 


the GAME of WEHIS r. 19 
Third Example, which varies from the two 
Former. 

Suppoſe you have King, Queen, ani many 
more of a Suit, and you begin with the King, 
in ſome Caſes it is good Play in a Partner, when 
he has the Ace and one ſmall Card in that Suit 
only, to win his Partner's King with his Ace, for, 
ſuppoſing he is very ſtrong in 'Frumps, by taking 
his Partner's King with the Ace, he trumps out, 
and after He has cleared the Board of 'Tfumps, he 
return's his Partner's Lead, and having parted 
with the Ace of that Suit, he has made room for 
his Partner to make that whole Suit, which poſ- 
Gbly could not have been done if he had ak the 
Command 1 in his Hand, 
And ſuppoſing his Partner has no other good 

Card in his Hand beſides that Suit, he loſes no- 
thing by the Ace's taking of his King; but if it 
ſhould ſo happen that he has a good Card to 
bring in that Suit, he gains all the Tricks which 
he makes in that Suit, by this Method of Play; 
and as your Partner has taken your King with the 
Ace, and trumps out upon it, you have Reaſon 
to judge he has one of that Suit to return you, 
therefore do not throw away any of that Suit, 
even to keep a Keg or Queen guarded. 


CHAP. V. 


Particular Games both to endeavour to deceive and 


arftreſs your Adverſaries, and to | demonſirate 
your Game to your Partner. 


3 Firſt Example. 
UPPOSE I play the Ace of a Suit of ahh 
1 have Ace, King, and three ſmall ones; the 
"= 
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laſt Player does not chuſe to trump it, having 
none of the Suit; if I am not ſtrong enough in 
Trumps, I muſt not play out the King, but keep 
the Command of that Suit in my Hand by play- 
ing of a ſmall one, which I muſt do in order to 
weaken his Game. | 
Second Example 
If a Suit is led of which I have none, and a 
moral Certainty that my Partner has not the beſt 
of that Suit, in order to deceive the Adverſary I 
throw away my ſtrong Suit; but to clear up 
Doubts to my Partner, when he has the Lead I 
throw away my weak Suit. This Method of 
Play will generally ſucceed, unleſs you play with 
very good Players, and even with them, you will 


oftner gain than loſe by this Method of Play. 


— — — 
o 
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CHAP. VL 
Particular Games to be played, by which you run 
the Riſk of Iofing one Trick, only, to gain three. 
SEE IEG ax Eaampr. 1 
UPPOSE Clubs to be Trumps, a Heart is 
O played by your Adverſary; your Partner 
having none of that Suit, throws away a Spade; 
you are then to judge his Hand is compoſed of 
Trumps and Diamonds; and ſuppoſe you win 
that | rick, and, being too weak in Trumps, you 
dare not force him; and ſuppoſe you ſhall have 
King, Knave, and one ſmall Diamond; and fur- 
ther ſuppoſe your Partner to have Queen and five 
Diamonds; in that Caſe, by throwing out your 
King in your firſt Lead, and your Knave in your 
ſecond, your Partner and you may win five 
Tricks in that Suit; whereas if you had 142 
| | mali 
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ſmall Diamond, and your Partner's Queen hav- 
ing been won with the Ace, the King and Knave 
remaining in your Hand, obſtructs his Suit: 
And tho? he may have the long Trump, yet, by 
playing a ſmall Diamond, and his long Trump 
having been forced out of his Hand, you loſe by 
this Method of Play three Tricks in that Deal. 

| Second Example. $2 

Suppoſe in the like Caſe of the former, you 
ſhould have Queen, Ten, and one ſmall Card in 


your Partner's ſtrong Suit; which is to be diſco- 


vered by the former Example ; and ſuppoſe your 
Partner to have Knave and five ſmall Cards in his 
ſtrong Suit; you having the Lead are to play 
your Queen, and when you play again you are 


to play your Ten; and ſuppoſe him to have the 


long Trump, by this Method he makes four 
Tricks in that Suit, but ſhould you play a ſmall 
one in that Suit, his Knave being gone, and the 
Queen remaining in your Hand in the ſecond 


Round of playing that Suit, and the long Trump 
being forced out of his Hand, the Queen re- 


maining in your Hand obſtructs the Suit, by 
which Method of play you loſe three Tricks in 
that Deal. 
5 Third Example. bj 
In the former Examples you have been ſuppo- 
ſed to have had the Lead, and by that Means 


have had an Opportunity of throwing out the beſt 


Cards in your Hand of your Partner's ſtrong Suit, 


in order to make room for the whole Suit, we 


will now ſuppoſe your Partner is to lead, and in 
the Courſe of Play, it appears to you that your 


Partner has one great Suit; ſuppoſe, Ace, King, 


and four ſmall ones, and that you have Queen, 
| | Ten, 


— —— wmmÃ— ͤmZ— ²˙ ù — . 
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Ten, Nine, and a very ſmall one of that Suit; 
when your Partner plays the Ace, you are to 
play the Nine; when he plays the King, you 
are to play the Ten; by which means you ſee, 
in the third Round, you make your Queen, and 
having a ſmall one remaining, you do not obſtruct 


your Partner's great Suit ; ; wheraz if you had 


kept your Queen and 'Ten, and the Knave had 
fallen from the Adverfaries, you had loft two 
Tricks in that Deal. 
Fourth Example. 
Suppoſe in the Courſe of Play, as in the for- 
mer Caſe you find your Partner to have one great 
Suit, and that you have King, Ten, and a ſmall 


one of that Suit, your Partner leads the Ace, in 


that Caſe play your Ten, and in the ſecond 
Round your King; this Method is to prevent a 
Poſſibility of obſtructing your Partner's * 
Suit. 

Fifth Example. 


Suppoſe your Partner has Ace, King, and 


four ſmall Cards in his great Suit, and that vou 


have Queen, Ten, and a ſmall Card in that Suit; 


when he plays his Ace, do you play your Ten, 
and when he plays the King, do you play your 


Queen; by which Method of Flay you * riſk 
one e Trick to get four. 
Sixth Example. 
We will now ſuppoſe you to have five Cards 
of your Partner's ſtrong Suit, viz. Queen, Ten, 


Nine, Eight, and a ſmall one; and that your 
Partner has Abe, King, and four ſmall ones; 
when your Partner plays the Ace, do you play 


your Eight; when he plays the King, do you 
play your Nine; and in the third Rene. nO body 
having 
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having any of that Suit, except your Partner and 
vou, proceed then to play the Queen, and then 
| the Ten; and having a ſmall one remaining, and 
{ your Partner two, you thereby gain a 'I rick, 
which you could not have done but by playing 
the high Cards, and by keeping a {mall one to 
play to your Partner. 


CHAP. VII. 


Particular G James to be played when your Adverſa- 
ry turns up an Honour on your right Hand, with 
DIRECTIONS how to play when an Honour i is 
turned up on your left Hand. 


Firft Example. 


right Hand, and that you have King, Queen 
and Ten: in order to win the K nave, begin to 
play with your King, by which Method of Play, 
your Partner may ſuppoſe you to have Queen and 
Ten remaining, eſpecially if you have a fecond 
Lead, and that you do not proceed to play your 
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Second Example. 3 


. e 5 0 


your Queen, it anſwers the like Purpoſe of the 
tormer Rule. 

_ Thud Example. 
If the Queen is tucned up on your right Hand, 
and that you have Ace, King, and ee, by 


of the former Rule. 
Fourth Example. 


. and, 
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UPPO SE the Knave is turned up on your 
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The Knave being turned up as before, and that 
you have Ace, Queen, and Ten, by playing of 
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play ing⸗your King, it anſwers the like Furpoſe 


Suppoſe an Honour 1 is turned up on your left 
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eight Hearts and one Spade; D has five Trumps 
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Hand, and ſuppoſe you ſhould hold no Honour, 
in that Caſe you are to play Trumps through that 
Honour; but in Caſe you ſhould hold an Honour 
(except the Ace) you muſt be cautious how you 
play Trumps, becauſe, in Caſe your Partner 


holds no Honour, your Adverſary will play your 


own Game upon you. 


CHAP. VII. 


A CAs E to demonſtrate the Danger of forcing your 


Partner. | 


UPPOSE A and B Partners, and that 4 
has a Quint-major in Trumps, with a Quint- 


major and three ſmall Cards of another Suit, and 
that A has the Lead; and let us ſuppoſe the Ad- 
verſaries C and D to have only five Trumps in 
either Hand: In this Caſe, 4 having the Lead, 
wins every Trick. | 


II. 3 
Suppoſe, on the contrary, C has five ſmall 
Trumps, with a Quint-major and three ſmall 


Cards of another Suit, and that C has the Lead, 
| who forces A to trump firſt, by which means 4 
wins only five Tricks. Fo 


III. | 
A CasE to demonſtrate the Advantage by a Saw. 
Suppoſe A and B Partners, and that A has a 


Quart-major in Clubs, they being Trumps, ano- il 
ther Quart-major in Hearts, another Quart-ma- | 
jor in Diamonds, and the Ace of Spades: And 


let us ſuppoſe the Adverſaries C and D to have 
the following Cards, viz. C has four Trumps, 


and 
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and eight Diamonds; C being to lead, plays an 
Heart, D trumps it; D plays a Pag C 
ZKrcumps it; and thus purſuing the Saw, each Part- 
4 er trumps a Quart-major of A's, and C being to 
Play at the ninth Trick, plays a Spade, which D 
Frumps; thus C and D have won the nine firit 
Frricks, and leave A with his Quart major in 
rumps only. 

23 The foregoing Caſe ſhews that whenever you 
| the Advantage of eſtabliſhing a Saw, it is 
"Hour Intereſt to embrace it. 


4 # bt 2 follows i in this Treatiſe is the Addition pro- 
2% j miſed. 
: CHAP. IX. 
„ Containing Variety of Cs Es, intermixed with 
X CALCULATIONS, demonſtrating when it is pro- 
per, at ſecond Hand, to put up the King, Quern, 
1 Knave, or a] with one Je Card f any Suit, 
1 & c. 
1 | UPPOSE you have four ſmall Trumps; in the 
= » three other Suits you have one Trick ſecure in 
Fach of them; and ſuppoſe your Partner has no 
WT ump, in that Caſe the remaining Nine T'rumps 
uſt be divided between your Adverſaries, ſup- 
5 Poſe five in one Hand, and four in the other, as 
2 ften as you have the Lead, play Trumps ; and 
_ i uppoſe you ſhould have four Leads, in that Caſe, 
\4 ou fee your Adverſaties make only five Tricks 
i ut of nine Trumps; whereas if you had ſuffered 
I hem to make their Trumps ſingle, N _ 
4 ny have made nine Tricks. 
PS 48 By 
nd , 
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of Ye Pot out two I rumps for one upon moſt Oc. 4 
caſions. , Pp 
Let there is an Exception to the foregoing 
Rule, becauſe if you find in the Courſe of * 
that your Adverſaries are very ſtrong in any par. 
ticular Suit, and that your Partner can give 500 
no Aſſiſtance in that Suit, in ſuch a Caſe you are 
to examine your own, and alſo your Adverſarie 
Scores, becauſe by keeping one Trump in your b 
Hand to trump ſuch Suit, it may be either zi 
means to ſave or win a Game. b 
— 1. 4 
Suppoſe you have Ace, Queen, and; two ſmal bt 
Cards of any Suit; your right Hand Adverſary lead 
that ſuit; in that Caſe, do not put up your 
Queen, becauſe it is an equal Wager that you 
Partner has a better Cardin that Suit than the 9 4 1 
Hand; if ſo, you have the command of that Suit 
An Exception to the foregoing Rule is in caſe 1 
you want the Lead, then you are to pt up you 


Queen. I 
II | 


Never chooſe to lead from King, Knave, an Ho 
one ſmall Card in any Suit, becauſe it is 2 to 1 thai Le 
your Partner has not the Ace, and abſo 32 to 25 Pui 
or about 5, to 4, that he has Ace or Queen; ani a) 
therefore as you have only about 5 to 4, in you | 
Favour, and as you muſt have four Cards in ſom 

otker Suit, ſuppoſe the Ten to be the highetM * 
lead that Suit, becauſe it is an equal Wager tha 4a 
your Partner has a better Card in that Suit tha ad 
the laſt Player; and if the Ace of the firſt- men ui 
tioned Suit lies behind you, which is an equaW2d 


Wager it ſhould ſo happen, in caſe your PartneWuit 
hai 


— 


\, 
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. 7 as it not, in this Caſe, on your Adverſaries 
C- 40 eading this Suit, you probably make two Tricks 


In n it by this Method of Play. 
W e 
47 Suppoſe in the Courſe of Play it appears to 


ar. ou, that your Partner and you have four or five 


ou, Frrumps remaining, when your Adverſaries have 
a one, and that you have no winning Card in your 
rie land, but that you have Reaſon to judge your 


Partner has a thirteenth Card, or ſome other 

inning Card in his Hand; in that Caſe play a 

mall Trump, to put the Lead into his Hard, 

1 n order to throw away any loſing Card in your 
* 


out 1 . 
er 1 # | 


nal and, upon ſuch thirteenth or other good Card. 
60% 
ou C H A P. 8 1 


Vome Directions 12 putting up at ſecond Hand, 
bing King, Queen, nave, or Ten, 7 any Suit, & c. 

LL) UPPOSE you have the King, and one ſmalf 
2 » Card of any Suit, and that your right-hand 
Adverſary plays that Suit: if he is a good Player 
and o not put up the King, unleſs you want the 
tha Lead, becauſe a good Player ſeldom leads from a 
Puit of which he has the Ace, but keeps it in his 
_ and (after the 1 are a . to bring 

In his ſtrong Suit. 

-heſif Suppoſe you have a * and one ſmall Card 
- the! any Suit, and that your right-hand Adverſary 
thafeads that Suit; do not put on your Queen, be- 
men auſe ſuppoſe the Adverſary has led from the Ace 
equa nd Knave, in that Caſe, upon the Return of that 


\rtneW@uit, your Adverſary fineſſes the Knave, which 
C 2 | 18 


2 ** 
4” 


hs x > a 
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28 
IS generally good Play, eſpecially if his Partner 3 
has played the King, you thereby make your 8 
Queen; but by putting on the Queen it ewe, 1 
your Adverſary that you have no Strength in that 
Suit, and conſequently puts him upon fineſſing 
_ ___ Upon your Partner throughout that whole Suit. 
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Se” — DP 8 8 
3 OS, 


— 


. In the cn Examples you have been inform. : 
ed when it 1s thought proper to put up the Kin of 
or Queen at ſecond Hand; you are likewiſe to ob- x 
ſerve, in caſe you ſhould Here the Knabe ef Teal 4 
of any Suit, with a {mall Card of the ſame Su 3 


third Hand has either 25 WN or een of th thel J 

4 Suit led; it therefore follows, that as the Od6 
againſt you are five to two, and though you ſhoull 

ſycceed ſometimes by this Method of Play, yet i 

the main you muſt be a Loſer, becauſe it demon 3 * 

ſtrates to your Adverſaries that you are weak 1 

that Suit, and conſequently they fineſs upon you ® 

Far tner throughout that whole Suit. : 

. | | 

Sippoſe' you have Ace, King, and three on 

Cards of a Suit, your right- hand Adverſary lead 

that Suit; upon which you play your Ace, anf 

your Partner plays the Knave. In cafe you ol 

ſtrong in Lrumps, you are to return a ſmall off 

n that Suit, in order to let your Partner trum 

it: And this Conſequence attends ſuch Play, vif 

you keep the Command of that Suit in your ov 

Hand, and at the ſame time, it gives your Fru : 

and Intimation that you are ſtrong in trumps; a 

therefore, ne may play his Game according 

either in attempting to eſtabliſh a Saw, or | 

trumpi 


On 


up 


1 
oY | 
5 


trumping out to you, if he has either Strength ia 


» 4 


ur Trumps, or the command of the other Suits. 
te Suppoſe A and B's Game is ſcored 6, the ad- 
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odd Trick, which puts the Game upon an Equa- 
Ility; and ſuppoſe A to have the Lead, and that 


7 A has two of the ſmalleſt Trumps remaining, 
„with two winning Cards of other Suits; and ſup- 
ZZXpole C and D have the two beſt Trumps between 


Hands, Query, How are you to play this Game: 
lt is 11 10 3 that Chas not the 2 Trumps; and 
likewiſe, 11 to 3 that D has them not: The 


1 odds being ſo much in As favour to win the 
on whole ſtake, it is his Intereſt to play a Trump ; 
or ſuppoſe the ſtake to be 70“. depending, 4 


„mount only to 421. and, by this method, 4 


rush 
5 vl 
r O 


the ſtake depending, as aforeſaid, by playing his 
Trump, he is intitled to 55. out of the 7ol. 


Arta : 

ling The foregoing Caſe being duly attended 9s 
87 a may 
imp ; : 


them, with two other winning Cards in their 


BZ only ſecures 7/. Profit; but in the other caſe, 
upon ſuppoſition that A and B have 11 to 3 of 


30 A ſhort TREATISE n 
may be applied to the like Purpoſe, in other I 
Parts of the Game. 


CHAP. XI. 


Som Dinzcrions how to play when an Ace, ® 


King, or Queen, are turned up on your Right- 
TTT 


UPPOSE the Ace is turned up on your right 
hand, and that you kave the Ten and Nire 
of Trumps only, with Ace, King and Queen of 
another Suit, and eight Cards of no Value. Query, 
How muſt this Game be played? Begin with the 
Ace of the Suit of which you have Ace, King, 
and Queen, which is an Information to your 
Partner that you have the command of that Suit; 
then play your. Ten of 'Trumps, becauſe it is five 
to two that your Partner has King, Queen, or 
Knave of Trumps; and tho? it is about ſeven to 
two that your Partner has not two Honours, yet, 
| ſhould he chance to have them, and they prove to 
be the King and Knave, in that caſe your Part- 
ner will paſs your Ten of Trumps, and as it is 
| 13 to 12 againſt the laſt Player for holding the 
8 | Queen of Trumps, upon ſuppoſition your Part- 
i ner has it not, in that Caſe, when your Partner 
8 has the Lead, he plays to your ſtrong Suit, and 
upon your having the Lead, you are to play the 
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| Nine of Trumps, which puts it in your Partner's 5 
power to be almoſt certain of Wini the Queen, '* 


1 if he lies behind it. * 

The foregoing Caſe ſhews, that turning up | 

of an Ace againſt you, may be made leſs bene- 

ficial to your Adverſaries, rata you play by | 

"_ Rule. f 
II. IF 
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Inade uſe of; but you are always to diſtinguiſh 
4 he Difference of your Partner's Capacity, be- 
Fcauſe a good Player will make a proper Uſe of 
uch Play but a bad one ſeldom, if ever. 


III. 


ed the King of Trumps, and that you ſhouid 
have the Ace and four ſmall Trumps, with a good 


and Knave of 'Trumps, with one more, if he is 


4 Gimagining that his Partner has the Ace; when 
Ihe plays the ſmall one, you are to paſs it, be- 
aufe it is an equal Wager that your Partner has a 


| better Trump than the laſt Player; if ſo, and 
et. that he happens to be a tolerable Player, he will 
„ | Judge you have a good Reaſon for this Method, | 


1 Jof Play, and conſequently, if he has a third 
4 4 157 remaining, he will play it, if not, he 
ne will play the beſt Suit. 


9 | IV. ; 
A Critical Casx to win an odd Trick, 


and ſuppoſe the Game to be Nine all, and ſup- 


| poſe all the Trumps are, played out, A being the 
last Player, has the Ace and, four other ſmall 
up Cards of a Suit in his Hand, and one thirteenth 
e-Card remaining; B has only two ſmall Cards of 


by | As Suit: C has Queen and two other ſmall 


Cards of that Suit; D has Ring. Knave, and 1 


If i | * ſmall 


ip If the King or Queen are turned up on your 
Right hand, the like Method of Play may be 


Suppoſe the Adverſary on your Right-hand 
uit; in this Caſe it is your Intereſt to pats the 


55 and tho' he ſhould have King, Queen, 


Za moderate Player, he will play the ſmall one, 


'M 3 Suppoſe A and B Partners againſt C and D, 
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ſmall Card of the ſame Suit. A and B have won 


3 Tricks, C and D have won 4 Tricks; it there- | = 


fore follows, that A is to win 4 Tricks out of 
the ſix Cards in his Hand, in order to win the 
Game. C leads this Suit, and D puts up the 
King; A gives him that Trick, D returns that 
Suit, A paſſes it, and C puts up his Queen: 
Thus C and D have won fix Tricks, and C 
imagining the Ace of that Suit to be in his Part- 
ner's Hand, returns it, by which means A wins 
_ the 4 laſt Tricks, and conſequently the Game. 
V. 

Suppoſe you ſhould have the King and "Uh 
mall Trumps, and that your Right-hand Adver- 
ſary plays the Queen; z In that Caſe do not put on 
your King, becauſe it is an equal Wager that 
your Partner has the Ace: and ſuppoſe your 
Adverſary ſhould have Queen, Knave, Ten, 
and one ſmall Trump, it 1s alſo an equal Wager 
that the Ace lies fingle, either in your Adver- 
ſary's Hand or Partner's; in either of which Caſes 
it is bad Play to put on your King; but if the 
Queen of Trumps is led, and that you ſhould 
happen to have the King, with two or three 
Trumps, it is the beſt Play to put on the King, 
becauſe it is good Play to lead from the Queen 
and one ſmall Trump only; and in that Caſe, 
ſhould your Partner have the Knave of 'Trumps, 
and your Left-hand Adverſary hold the Ace, your 
neglecting to put on the King | is the Loſs of a 
Trick. 
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Nine, and two ſmall Trumps, with eight other 
s Cards of no Value, and that it is proper for you 
to lead trumps; in that Caſe, begin with the 
"Z Knave, in order to prevent the Ten from making 
a Trick; and tho' it is about five to four that 
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1 CHAP. XI. | 
f | The Ten or Nine being turned up on pour. Right | 
— | | hand, e. { 
e 
a UPPOSE the Ten is turned up on your Right- | 
7 hand, and that you ſhould have King, Knave, 'h 


. ER WIND hs 2:6 
— 2 == 22 — 


6 
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e i 
- 3 your Parner holds an Honour, yet if that ſhould 
n fail, by fineſſing your Nine on the Return of A 
it © Trumps from your . you have the Ten 11 
in your Power. i" 
5 . | 1 
ITꝓgue Nine being turned up on your Right-hand, 4 
and that you ſhould have Knave, Ten, Eight; = ll 
es two ſmall Trumps, by leading the Knave it an- v1 
e fwers the like Purpoſe of the former Caſe. af 
d F 1 1 
<e | You: are to make a wide Difference between a 11 
7, Z Lead of Choice, and a forced Lead of your Part- IJ 
n © ner's; becauſe in the firſt Caſe he is Fat Lo to 1 
e, lead from his beſt Suit, not finding you deficient BY 
s, in that Suit, and being ſtrong enough in Trumps, "vi 
ar and not daring to force you, he then plays his "wy 
a next beſt Suit, by which alteration of Play it is 10 
next toa Demonſtration that he ĩs weak in trumps; | 
but ſhould he perſevere, by playing his firſt b 


p. Lead if he is a good Player, you are to judge 
him ſtrong in Trumps, and it is a Direction for 
you to Pl3y your Game accordingly. 


* — — bot 
. IT Nine to <= 


IV. 
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1 
There is nothing more pernicious at the Game 
of Whiſt, than to change Suits often, becauſe in 
every new Suit you run the Riſk of giving your 
Adverſary the Tenace; and therefore, though 
you lead from a Suit of which you have the 
Queen, Ten, and three ſmall ones, and your 
Partner puts up the Nine only, in that Caſe, if 
you ſhould happen to be weak in Trumps, and 
that you have no tolerable Suit to lead from, it is 
your beſt Play to purſue the Lead of that Suit, by 
playing your Queen, which leaves it in your 
Partner's Option whether he will trump it or not, 
in caſe he has no more of that Suit: but in your 
ſecond Lead, in caſe you ſhould happen to have 
the Queen or Knave of any other Suit, with one 
Card only of the ſame Suit, it would be better 
Play, to lead from your Queen or Knave of either 
of theſe Suits, it being 5 to 2 that your Partner 
has one honour at leaſt j in either of thoſe Suits. 
V. 

If you have Ace, King, and one ſmall Card of 
any Suit, with four Trumps; if your right-hand 
Adverfary leads that Suit, paſs it, becauſe it is an 
equal Wager that your Partner has a better Card 
in that Suit than the third Hand; if ſo, you gain 
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a Trick by it; if otherwiſe, as you have four : 
Frumps, you need not fear to loſe by it, becauſe | 


when Trumps are 121 you m be ſuppoſed 
to Rave the long Trump, | 
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CHAP. XIII. 


JCauriox not to. part with the Command of 
* Adverſar ies great Suit, & c. 


I. 
; N Caſe you are weak in T rumps, and that it 
5 does not appear that your Partner is very ſtrong 
. im them, be very cautious how you part with 
the Command of your Adverſary's great Suit: 
5 For ſuppoſe your Adverſary plays a Suit of which 
you have King, Queen, and one ſmall Card only, 
r the Adverſary leads the Ace, and, upon playing 
» = the ſame Suit, you play your Queen, which 
I makes it almoſt certain to your Partner that you 
© have the King; and ſuppoſe your Partner refuſes 
© to that Suit, do not play the King, becauſe if 
the Leader of that Suit, or his Partner have the 
r long Trump, you riſk the loſing of three Tr icks 
r ll to get one. 
3 Suppoſe your Partner has ten Cards remaining 
pf in his Hand, and that it appears to you, that they 
id 2 conſiſt of Trumps and one Suit only; and ſuppoſe 
in you ſhould have King, Ten, and one ſmall Card 
rd of his ſtrong Suit, with Queen and two ſmall 
in Trumps; in this Caſe, you are to judge he has 


five Cards of each Suit, and therefore you ought 
to play out the King of his ſtrong Suit; and if 
you win that Trick, your next beſt Play is, to 
throw out the Queen of Trumps ; if that like- 
wiſe comes home, proceed to play 'Trumps : 
This Method of Play may be made uſe of at any 
Score of the Game, Ac at 4 and g. | 


IIII. 
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FR „ 
The TRUMP turned up to be remembered. 


It is ſo neceſſary that the Trump turned up 
ſhould be known and remembered, both by the 
Dealer and his Partner, that we think it proper 
to obſerve, That the Dealer ſhould always ſo 
place that. Card, as to be certain of having re- 
courſe to it: For ſuppoſe it to be only a 5, and 
that the Dealer has two more, viz. the 6 and 
Nine, if his Partner trumps out with the Ace 
and King, he ought to play his 6 and 9; be- 
cauſe, let us ſuppoſe your Partner to have Ace, 
King, and four ſmall Trumps, in this Caſe, 
your Partner's knowing you have the 5 remain- 
ing, you may win many Tricks. 
| TV. | I 
Your right-hand Adverſary leads a Suit of 4 
which you have the Ten and two ſmall ones; the |? 
third Hand puts up the Knave, your Partner - 
wins it with the King, when your right-hand Þ* 
leads that -Suit again, and plays a ſmall one, do 
you put on your Ten, becauſe it may fave your 
Partner's Ace, upon ſuppoſition that your right- 
hand Adverſary led from the Queen; you will 
ſeldom fail of Succeſs by this Method of Play. 
V. 

| Suppoſe you have the beſt 88 and that 
the Adverſary A has one Trump only remaining, 
and that it appears to you that your Adverſary 5 
has a great Suit; in this Caſe, though you per- 
mit A to make his Trump, yet by keeping the 
Trump in your Hand, you prevent the Adver- 
ſary B from making his great Suit; whereas, if 
you had taken out A's s Trump, it had made only 
one 
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one Trick difference, but by this Method you 
A probably ſave three or four Tricks. 


3 VI. | 
= The following CASE happens frequently. 
r That you have two Trumps remaining when 
> your Adverſaries have only one, and it appears to 


p ou that your Partner has one great Suit, in this 
Caſe always play a Trump, tho? you have the 
worſt, becauſe by removing the Trump out of 
3 your Adverſary's Hands, there can be no ob- 
- = ſtruction to your Partner's great Suit. 
1 VII. | 

= San you ſhould have three Trumps kn 
no body elſe has any, and that you ſhould have 
only four Cards of any certain Suit remaining; 
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f 3 Partner that you have all the Trumps, and alſo 


* 


e gives you a fair Chance for one of your Adver- 


ſaries to throw away one Card of the aforeſaid 
Suit; by which means, ſuppoſing that Suit to 
have been once led, and one thrown away, makes 

'Z Five, and four remaining in your Hand makes 
- |* Nine, there being only four remaining between 


Wager to hold a better Card in that Suit than the 


W 


„which probably could not have been done but by 
3 © this Method of Play. TE 

- | VIII. 

e Suppoſe you have five Trumps, and fix ſmall | 
— Ede of any Suit, and you are to lead; the beſt 
if Play is to lead from the Suit of which you have 
y +00} becauſe, as youare deficient 1 in two Suits, your 


2 _ Adverſaries 


in this Caſe play a Trump, which ſhews your 


three Hands, and your Partner having an equal 


laſt Player, it therefore follows that you have an 
it equal Chance to make three Tricks in that Suit, 
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Adverſaries will probably trump out, which is i 
playing your own Game for you; whereas, had 
you begun with playing Trumps, they would 
force you, and conſequently deſtroy your Game. 


CHAP. XIV. 
Some Purchaſers of the TREATISE in Manuſcript, 
diſpoſed of the laſt Winter, having defired a fur- 


ther Explanation concerning We playing of Sequen- 
ces, they are explained in the following Manner. 


N Trumps you are to play the higheſt of your f 
Sequences, unleſs you ſhould have Ace, King, 8 
and Queen; in that Caſe play the loweſt, in or- | 
der to let your Partner into the State of your 
Game. | Ly ( 
5 IL SOT, = | o | 
In Suits which are not Trumps, if you have a 
Sequence of King, Queen, and Knave, and two 
ſmall ones; whether you are ſtrong in Trumpss 
or not, it is the beſt Play to begin with the 
Knave, becauſe by getting the Ace out of any Þ 


Hand, you make room for the whole Suit. 

III. | 

And in caſe you are ſtrong in 'Trumps, ſuppo- 
ſing you ſhould have a Sequence of Queen, Knave, 

'Ten, and two ſmall Cards of any Suit; in that 
Caſe, you ought to play the higheſt of your Se- 

quence, becauſe, if either 'of the Adverſaries 

ſhould trump that Suit in the ſecond Round, by 

being ſtrong in Trumps, you fetch out their 


Trumps, and conſequently make the Remainder 
of that Suit. 


The like Method may be taken, if you ſhould. 
happen 
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happen to have a Sequence of Knave, Ten, Nine, 
and two ſmall Cards of any Suit. 

If you have a Sequence of a King, Queen, 
Knave, and one ſmall Card of any Suit, whether 
you are ſtrong in "Trumps, or otherwiſe, play 
pour King; and do the like by any inferior Se- 
quences, if you have only four in Number. 
1 3s 

F Butif you ſhould happen to be weak in Trumps, 
you muſt always begin with the loweſt of the Se- 
quence, in caſe you, ſhould have five in Number; 
for ſuppoſe your Partner to have the Ace of that 
Suit, he then makes it; and where lies the Dif- 

ference whether you or your Partner win a 
Trick? For if you had the Ace and four ſmall 
Cards of any Suit, and are weak in Trumps, and 
led from that Suit, if you play well you ought to 
play the Ace; if you are very ſtrong in 'Trumps, 
you may play your Game as backward as you 
pleaſe; but if you are weak in Trumps, you 
muſt play the reverſe. 
VI. 

Let us explain what is meant by being ſtrong 
or weak in Trumps. 

If you have Ace, King, and three ſmall Trumps. 
King, Queen, and three ſmall Trumps. 
Queen, Knave, and three ſmall Trumps. 

Queen, Ten, and three ſmall Trumps. 

Knave, Ten, and three ſmall Trumps. 

Queen and four ſmall Trumps. 

Knave, and four ſmall 'Trumps. 

In any of the aforeſaid Caſes, you may be un- 
derſtood to be very ſtrong in Trumps, and there- 
fore you may play by the foregoing Rules, being 
ad 
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morally aſſured of having the Command in 
Trumps. 
If you have two or three ſmall Trumps only ; 
we underſtand you to be weak in them. 
„ * HE 
What Strength in Trumps intitles you to force 
your Partner at any point of the Game. 
Ace, and three ſmall '|'rumps. 
King, and three ſmall Trumps. 
Queen, and three ſmall 9 0 
* and three ſmall Trumpe 
VIII. 


ll, by Accident, either you or the n 
have forced your Partner, (tho' you are weak in 
Trumps) if he has had the Lead, and does not 


chuſe to trump out, force him on as often as the 
lead comes into your Hand, unleſs you have good 
Suits of your own to play. 
TRL 8 
If you ſhould happen to have only two or three 
ſmall Trumps, and that your right-hand Adver- 
ſary leads a Suit of which you have none, trump 
it, which is an information to your Partner that 
you are weak in Trumps. 
-, 8 5 
by Suppoſe you have Ace, Knave, and one ſmall 
Trump, and that your Partner trumps to you, 
ſuppoſe from the King and three ſmall Trumps, 
Query, Whether it is the beſt Play to put on the 
Ace or Knave? And ſuppoſe your right-hand Ad- 
verſary has three trumps, and that your left-hand 
Adverſary has the like Number; in this Caſe, by 


fineſſing your Knave, and playing your Ace, if 
the Queen is on your right-hand, you win a trick 
by it ; but if the Queen is on your left-hand, and 


you 


8 
Wor 


— 5» 0 ©0 2 
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You ſhould play the Ace, and then return the 
2X Knave, admitting your left-hand Adverſary pat 
on the Queen, which he ought to do, it is above 
2 to 1 that one of the Adverſaries have the ten, 
; and conſequently you gain no trick by playing 
c Be thus. 
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9 XI. 
I If your Partner has led from the Ace of trumps, | 
and ſuppoſe you ſhould have King, Knave, and 
one ſmall trump, by putting on your Knave, and 
returning the King, it anſwers exactly the like 
"8 purpoſes of the former rule. 
I other Suits you may practiſe the like Me- 
= thod, 
© XII. 
- If - you are ſtrong in Trumps, and that you 
f have King, Queen, and two or three ſmall Cards 
in any other Suit, you may lead a ſmall one, it 
| being 5 to 4 that your Partner has an Honour 
in that Suit; but, if you are weak in Trumps, 
you ought to begin with the King. 
'E XIII. 
F Tf your right-hand Adverſary leads a Suit of 
= which you have King, Queen, and two or three 


ſmall Cards of the ſame Suit, you being ſtrong - 
in Trumps, may paſs it, becauſe it is an equal 
Wager that your Partner has a better Card in 

that Suit than the third Hand; if not, by your 


Strength of Trumps, you need not fear making 
that San. 


XIV. | 

If your right-hand Adverſary leads a 1 of 

| which you have King, Queen, and one ſmall _ 
Card, whether in Trumps or not, put on the 
Queen : : Alſo, if you_have Queen, Knave, and 

one 
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one ſmall Card, put on the Knave ; and if you 
have Knave, 'T en, and one ſmall Card, put on 
the Ten; by putting up the ſecond beſt, as afore- 
ſaid, your Partner has an Expectation of your 
having a better Card or Cards, in the ſame Suit; 
and, by recourſe to the Calculations annexed to 
this Treatiſe, he may be able to judge what are 
the odds for and againſt him. 


If you ſhou'd have Ate, King, and two mall 
Cards in any Suit, being ſtrong in Trumps; if 
. your right-hand Adverſary leads that Suit, you 
may pals it, becauſe it is an equal Wager that 


your Partner has a better Card in that Suit than 


the third Hand; if fo, you gain a Trick by it; 
if otherwiſe, you need not fear to make your Ace 
and King, by your ſtrength in Trumps. 

VI. 

If you mould have the Ace, Nine, Eight, and 
one ſmall Trump, and that your Partner leads the 
Ten; in that Caſe paſs it, becauſe unleſs the 

three Honours lie behind you, you are ſure of 
making two Tricks; do the like, if you ſhould 
have the King, Nine, Eight, and one ſmall 
Trump; or the Queen, Nine, Fight, and one 
{mall Trump. 

XVII. 

In order to 1 your Adverſaries, if your 
right-hand Adverſary leads from a Suit, of which 
you have Ace, King, and Queen, or Ace, King, 
and Knave, put on the Ace; becauſe that en- 


courages the Adverſaries to play that Suit again: 


And tho? you deceive your Partner by this Me- 
thod of Play, you alſo deceive your Adverſaries, 
which is of greater Conſequence | in this Caſe ; 

becauſe 
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# becauſe if you had put on the loweſt of the Tierce- 


major, or the Knave in the other Suit, your 
right-hand Adverſary had made a Diſcovery that 
the Strength of that Suit was againſt him, and 
conſequently would have changed Suits. 
„ e 

e you. have oo Tas and one ſmall 
foal Card o any Suit, . hich of 1 
Suits ought you to lead from ? Anſwer, from the 
Suit of which you have the Ace, Nine, and one 
ſmall Card : for this reaſon, it being an equal 
Wager that your Partner has a better Card in 
that Suit, than the laſt Player; if not, let us 
then ſuppoſe that your right-hand Adverſary leads 
from the King or Queen of the Suit, of which 


you have the Ace, Ten, and one ſmall Card ; 


in that Caſe, it is an equal Wager that your 


Partner has a better Card in that Suit, than the 


third Hand; if that happens to be the Caſe, up- 


on the return of the Suit, you lie Tenace, and 


conſequently ſtand a fair Chance tor three Tricks 
in that Suit. 
XIX. 
A Cass to demonſtrate the Tenace. 

Let us ſuppoſe A and B to play at two-handed 
Whiſt, and let us ſuppoſe 4 to have the Ace, 
Queen, Ten, Eight, Six, and Four of Clubs, 
which in caſe B always leads, are fix ſure tricks. 
Let us ſuppoſe he has the ſame Hand in Spades, 
which, in cafe B always leads, are ſix more ſure 
tricks. We Fyppote B has the remainder of theſe 
two Suits. 

Let us ſuppoſe B to have the ſame hand in 
Hearts and mon, as A has in Spades and 

Clubs, 
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Clubs, and that A has the remainder of the Hearts 


and Diamonds, which, in cafe A always leads, 


are twelve ſure tricks alſo to B. 


The foregoing Caſe ſhews that both hands are 


exactly equal; and therefore let one of them 


name his trumps, and lead, he wins thirteen 
tricks only. 


But if one names the ery and the other 


leads, he that names the trumps ought to win 
fourteen tricks. 


Thoſe who would attai to the playing of Whiſt 


to perfection, muſt not be content only with be- 

ing a Maſter of the Calculations contained in this 
Treatiſe, and alſo an exact judge of all the ge- 
neral and particular Caſes in the ſame ; but be a 
very punQual obſerver of ſuch Cards as are 
_ thrown away, both by his Partner and Adverſa- 
ries, and at what time : whoever attends cloſely 


to theſe particulars, is the moſt likely to attain 
his end, 


CHAP, XV. 
Contained in the ARTIFICIAL Memory, 


c HAP. XVI. 


Additional Casts at Wh 18 r, never publiſhed 
till 1748. 


17S 1. | 
IF FR Partner leads the Ka of a Suit, and 
| 1 that you have none of that Suit, paſs it, by 
throwing away a loſing Card, (unleſs your right- 


hand Adverſary has put on the Ace,) e by 


ſo doing you make room for his Suit. 
e II. Suppoſe 
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II. 

Suppoſe your Partner leads the Queen of a Suit, 

and your right-hand Adverſary wins it with the 


Ace, and returns that Suit, in caſe you have none 
of it, do not trump it, but throw away a loſing 


Card, which makes room for your Partner's Suit. | 
An Exception to this manner of Play is, if you 


play foran odd trick, and that you are very weak 
in trumps, you may trump it. 
III. | 5 
Suppoſe you have the Ace, King, and one ſmall 
Card of a Suit, and that your left-hand Adverſary 


leads that Suit: and ſuppoſe you ſhould have 4 | 


ſmall trumps, and no ſuit of conſequence to lead 
from; and ſuppoſe your right-hand Adverſary 
ſhould put up the Nine, or any lower Card; in 


this Caſe, win it with the Ace, and return the 
lead upon the Adverſary, by playing the ſmall 


Card of that Suit; who will have reaſon to judge 
that the King lies behind him, and conſequently 
will not put up his Queen if he has it, and there-- 


fore you have a fair probability of winning a 


trick by this method of Play, and at the ſame time 


letting your Partner into the ſtate of your game. 


IV. 


If your partner forces you to trump a a Card | 


early in the Deal, you ate to ſuppoſe him ſtrong 


in trumps z except at the points of 4 or 9, and 


therefore it you are firong i in trumps you may 
play them. . 

„ ITY 
1 you call at the point of 8, 5 your 
partner has no Honour, and ſuppoſe you ſbould 
have the King, Queen, and Ten; the King, 
Knave, and Ten; or the Queen,” Knave, and 
p Rs 7 
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Ten of trumps ; when trumps are played always 9 
put on the Ten, which demonſtrates to your 
Partner that you have 2 Honours remaining, and 1 

ſo plays his Game accordingly. AF 

VI. 9 
Suppoſe your right-hand Adverſary calls at the anc 
point of 8, and his Partner has no Honour, and 
ſuppoſe you ſhould have the King, Nine, andi! 
ſmall trump, or the Queen, Nine, and 2 ſmall * 
_ trumps, when trumps are played by your Part- 
ner put on the Nine, becauſe it is about 2 to 1 
that the Ten is not behind you, and ſo you play 
your Nine to an W 
VII. © 
If you ſhould happen to lead a Suit of which 
you have the Ace, King, and 2, or 3 more, when 
you play the Ace, if your Partner plays the ten, | 
or Knave, and ſuppoſe you ſhould have one ſin- 
gle Card in your hand in any other Suit, and two 
or three ſmall trumps only, in this Caſe lead the 
ſingle Card in order to eſtabliſh a Saw, and this 


conſequence attends ſuch Play, viz. upon leading C 
that Suit it gives your Partner an equal chance ſo 
of having a better Card in it than the laſt player, d 
whereas had he led that Suit to you, which is 8 
probable had been his ſtrong Suit, the Adverſary 0 
VINE have made the diſcovery of your attempt- | h 
ing to eſtabliſh a Saw, ard would trump out, c 
and ſo prevent your making your ſmall trumps: Þ* * 
by this method of Play your Partner will eaſily |} #& 
judge the reaſon for your changing of Suits, and 4 bl 
fo play his Game accordingly. 4 55 : 
' VIII. 0 
Suppoſe you have the Ace and Deuce of trumps, 


and are ſtrong 1 in the three other Suits, if you are to 
lead, 
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| lead, play your Ace, and next your Deuce of 


trumps, in order to put the lead into your Part- 
ner's Hand to take out 2 Trumps for 1; and 
ſuppoſe the laſt player wins that trick, and that 
he leads a Suit of which you have the Ace, King, 
and 2 or 3 more, paſs it, becauſe it is an equal 
Wager that your Partner has a better Card in 
that Suit than the third hand ; :f ſo, he will then 
have an opportunity of taking out two trumps to 
one; when the lead comes into your hand you 
are to endeavour to force out 1 of the 2 trumps 
remaining, upon Suppoſition 11 trumps are play- 


ed out, and the odds are {till in your favour that 


your Partner has I of the 2 trumps remaining. 
IX. 

Suppoſe 10 Cards are played out and that you 
have the King, Ten, and 1 ſmall Card of any 
Suit, which has never been led, and ſuppoſe you 
have won fix tricks, and ſuppoſe your Partner 
leads from that Suit, and that there 1s neither a 
trump or thirteenth Card in any hand, in this 
Caſe, unleſs your right-hand Adverſary puts on 
ſo high a Card as obliges you to play your King, 


do not put it on, becauſe upon the return of that 
Suit you make your King, and conſequently the 
odd trick, which makes 2 difference; 5 if there 


happens to be only 9 Cards played out in the like 
circumſtance, you are to play by the like rule. 


This method is always to be taken unleſs the 
gaining of 2 tricks gives you a chance either to 
ſave your Lurch or to win or fave the Game. 


X. 
Sy ppoſe A and B partners againſt Cc and D, 


and let us ſuppoſe B has the two laſt trumps, al- 


ſo the Queen, Knave and Nine of another 
Suit, 
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Suit, and let us ſuppoſe A has neither the Ace, 
King, or Ten of that Suit, and A is to lead that 
Suit; Query, what Card is B to play to give 
him the faireſt probability of winning a trick in 
that Suit ? Anſwer. B is to play the Nine of that 
Suit; becauſe it is only five to four againſt him 
that his left-hand Adverſary holds the 'Ten, and 
if he plays either the Queen, or Knave, it 15 
about three to one that the Ace, or King, 1s in 
his left-hand Adverſary's hands, and conſequently 
he reduces the Odds of three to one againſt him, 
to five to four only. 
XI. 

Let us vary the foregoing caſe, and put the 
King, Knave, and Nine of a Suit into B's hand, 


upon ſuppoſition that A has neither Ace, Queen, 


or Ten, when A leads that Suit, it is exactly 
* whether B plays his King, Queen, or Ten. 
XII 


Suppoſe you have Ace, King, and thase or four 


ſmall Cards of a ſuit not played, and that it ap- 


pears to you that your Partner has the laſt trump; 

in this caſe, if you are to lead, play a ſmall Card 
in that ſuit, it being an equal Wager that your 
Partner has a better Card in that ſuit than the 
laſt player; if fo, the probability is in your fa- 
vour that you make 5 or 6 tricks in that ſuit, but 
if you ſhould play out the Ace and King of that 


ſuit, it is 2 to 1 that your Partner has not the 


Queen, and conſequently it is 2 to 1 that you 
make only two tricks in that ſuit, by which me- 


mod of Play you riſk the loſing of 3 or 4 tricks 


in that Deal to gain one Wy. 
XIII. 


| Suppoſe your Partner leads a ſuit of which be 


has 
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4 Inas the Ace, Queen, Knave, and many more, 
and leads his Ace, and then plays his Queen, in 
caſe you have the King and two ſmall Cards in 
that Suit, win his Queen, with the King, and 
ſuppoſe you are ſtrong in Trumps, by clearing the 
Board of Trumps, and having a ſmall Card of 


| your Partner's great Suit, you do not obſtruct his 


Suit, and conſequently win many Tricks by this 


Method of Play. 


10 


4 
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| 4 DICTIONARY for Wulst, which reſolves 
1% almoſt all the critical Caſes that may happen at 
| that Game, ly May of Pueſtion and Anſwer. 


OW to play Trumps to the greateſt ad- 

5 vantage, peruſe the Treatiſe of Whiſt, 
| Chap. I. Caſe 11. and all the remaining Caſes in 
that Chapter, alſo Chap. II. 
2. How to play Sequences when Trumps ? 
| Anſwer, You are to begin with the ** 
of them. 
3. How to play Sequences when voy are not 
| trumps ? 
Anf. If you have 5 in Number, you are to be- 
Ein with the loweſt ; if 3 or 4 in Number always 
Play the higheſt, 
4. Why do you prefer playing of Sequences 
Father than other Suits ? 
 Anf. Becauſe they are the ſafeſt Lead, and gain 
Jhe Tenace in other Suits. _ 
5. When ought you to make Tricks early. 
Anſ. When you are weak in Trumps. 
6. When ought you not to make Tricks early ? 

* When You are Weng! in Trumps. 
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Caſe 1. 


6. 


50 
7. When do you play from an Ace-ſuit! ? 
Anſ. You do ſo when you have 3 in Number] a fi 
only, in any Suit (Trumps excepted.) Que 
8. When don't you play from an Ace- ſuit? ble 
Anf. You ought not to lead from an Ace- uit,“ A 
having 4 or more in Number in any other Suit;Þ in tl 
becauſe the Ace is an Aſſiſtant to your great Sui, to d. 
and when Trumps are played out, enables you 1 
to make that Suit. to be 
9. When any Card of conſequence is turned LA 
up on your right or left Hand, how are you to you 
57 in that caſe? See Chap. X. Caſe 1. Chap you 
XII. caſe 1. all Si 
10. Why are you always to play your Hand ſtron 
by your own and Adverſaries Scores? 18 
Anſ. Chap. I. Caſe 6. See References in thi and | 
Caſe. Trun 
11. How to know when your Partner has no] Caſe 
more of the Suit played? See Chap: IV. Caſe 109. 
27 35 ferabl. 
19. Reaſons for putting on at Second-hand the of ea, 
King, Queen, Knave, Ten, and when not? Chap Ant 
X. Cale 1, 2, 3 lie in 
13. Why are you to play the Queen, Knave 5 to 4 
Ten, of any Suit, when that Suit is played a ſe Ace o- 
cond 'T'ime, having 3 in Number oy” ? Chap | your ( 
XIII. Caſe 4. 20. 
14. When ought you to over-trump your Ad. ferable 
verſary, and when not? Ar, 
Anſ. When you are weak in Trumps, you Suit, 
ougnt to over- trump him; but if ſtrong in Trump Anf. 
you ought to throw away a loſing Card. Game. 
15. Reaſons for not parting with the comma 22. 
of your Adverſary's ſtrong Suit, 9 * to mak 
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; 16. If your Adverſary on your right Hand leads . 
a ſuit of which you have the Ace, King, and 8 
5 2 why are you to put on the Ace * 1 
ble to the Queen ? | 7% 
Anſ. Becaule it dectives the A ; which, NY 
in this caſe, is of more conſequence to you than wr 
to deceive your Partner. 
1). To declare your ftrong Suit, when proper 
to be done, and when not ? 
Anſ. When you have only one ſtrong Suit, and 
you trump out to make that Suit, in this Caſe 
you ought to declare it; but if you are ſtrong in 
all Suits, there is no Neceſſity of declaring your 
' ſtrongeſt Suit. | 
18. The Ace turned up on your right-hand, (7 
and that you have the Ten and Nine only © of by 
| Trumps, why do you play the Ten? Chap. XI. 1 
Caſe 1. 
109. Why do you play from a Fin pre- 
ferable to a Queen-ſuit, having the like Number 
| of each? 
# Anf. Becauſe it is 2 to 1 that the Ace does not 
lie in your left-hand Adverſary's Hands, and it is 
| 5 to 4 if you lead from a Queen-ſuit, that the 
Ace or King hes in his hands, and that you loſe 
v8 your Queen, and fo play to a Diſadvantage. 
20. Why do you play from a Queen-ſuit pre- 
HF ferable to a Knave-ſuit ? Anſwer'd Caſe 19. 
* 21. When you have the 4 beſt Cards of any 
Suit, why do you throw away the belt ? 
+ Anf. To let your Partner into the ſtate of your 
Game. 
| 22. Your Partner's ſtrong Suit, how are you 
Fto make the moſt of it? 
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Chap. VI. has ſix Examples to demonſtrate | 
23. The Queen turned up on your right Hand, 


you have the Ace, Ten, and one Trump, or the | 


King, Ten, and one 'Trump, if the right-hand | 


Adverſary plays the Knave, Query, How are =. 


you to play? 


Anſ. You are to paſs it, by which you Kh 8 


an equal Wager of gaining a Trick, and cannot 
loſe by ſo doing. | 
24. Four Cards are played out, and 'Trumps | 
are gone round twice, Your Partner not appear- | 
ing to have an higher Trump than the 8, yet he Þ 
has 3 Trumps, when he plays his third Trump, 


the next Hand puts on the Knave, there being F 


the King only in the Adverſary's Hands, you * 
having the Ace and Queen of trumps. 5 
Query. Whether are you to play the Ace or 


Queen? [ 
Anſ. You are to play the Ace, becauſe it is 9 1 


to 8 that the laſt Player has the King; and if Þ i 


you reduce the Cards to 2 in Number, it then is Þ 
2 to 1 in your Favour, by playing the Ace, that 
the King falls; the like Method may be taken | 
In other Suits, upon the like Occaſions. | 


E X AMP L E. 


Let us ſuppoſe that you have only 2 Cards re- 
maining in your Hands of any Suit, viz. The 
| Queen and Ten, and let us ſuppoſe the Knave | 
and Nine of the ſame Suit are in your Adverſary's Þ 
Hands, when your Partner leads that Suit, your 
right-hand Adverſary plays the Nine, and has i 
Card only remaining. 


N 
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Query, Whether you ought to play your Queen 


or Ten; 


An/. You ought to play your Queen, becauſe 


it is 2 to 1 that your left-hand Adverſary has the 


Knave. And in all Cafes of the like Nature you 


ouglit to play by this Rule. 


I "would know what 1s the Odds that the Dealer 


at Whiſt holds four Trumps or more: 


Anſ. That he holds 4 'I'rumps or more is 2.32 


to 165, or about a Guinea to 148. 11d. and 


almoſt a Farthing. 
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An F for the Uſe of Beginners, of ſome 


of the TERMS, or TECHNICAL Wo RDS 


made uſe of 1 in this Treatiſe. 


| FINESSI N G. 

EANS the endeavouring to gain an Ad- 
vantage by Art and Skill, which conſiſts 
in this; when a Card is led and you have beſt and 
third beſt Card of that Suit, you judge. it beſt to 
put your third beſt Card upon that Lead and run 


the Riſk of your Adverſary's having the ſecond 


beſt of it, that if he has it not, which is 2 to 1 
againft him, vou are then ſure of gaining a Trick. 


FORCIN G. 


Means the obliging your Partner or your Ad- 


verſary to trump a Suit of which he has none. 


The Caſes mentioned in this Treatiſe will ſhew 


when it is proper to force either of them. 
EAQN:G-:T-R UM P:; 
Means the having one or more Trumps in your 
Hand when all the reſt are out. 
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54 A ſhort TREATISE on 
LO'OSE:CARD. 


Means a Card in a Hand that is of no Value, g y 


and conſequently the propereſt to throw away. 
rFOTFTN-T-S. 

Ten of them make a Game, as many as are 
gained by Tricks or Honours, ſo many One 
are {ct up to the Score of the Game. 

GUAN 1 

In general is a Sequence of any four Cards im- 
mediately following one another in the ſame Suit. 
Quart-major is therefore a Sequence of Ace, King, 
Queen, and Knave, in any Suit. 

. 

In general is a Sequence of any five Cards im- 
mediately following one another, in the ſame 
Suit. Quint- major is therefore a Sequence of Ace, 
King, Queen, Knave, and Ten, in any Suit. 

REV ERS E. 

Playing at any Time the Reverſe, means only 
the playing your Hand in a different Manner; 
that is to ſay, if you are ſtrong in Trumps you 
play one Way, but if weak in Trumps you play 
the Reverſe, V1Z. another. 

---$-E E- 8 AW. 
Is when each Partner trumps a Suit, and they 
play thoſe Suits to one another to trump. 
SCORE. 
Score of the Game, is the Number of Points 
ſet up, Ten of which make a Game. 
TENACE. 


Having the Tenace in any Suit ſuppoſes the 1 


having the firſt and third beſt Cards, and being 
the laſt Player, and conſequently you catch the 
Adverſary when that Suit is played: As for In- 
ſtance, in caſe you have the Ace and Queen of 

1 any 


| the GAME of WHIsT. | 55 
| any Suit, and that your Adverſary leads that Suit, 


you muſt win thoſe two Tricks ; and o of any 
| other Tenace in inferior * 
Hoes Ne 
In general is a Sequence of any three Cards im- 
mediately follou ing one another in the ſame Suit. 
Terce- major is therefore a Sequence of Ace, 


King, and Queen, in any Suit. 
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The T adi of the Game at W HIST. 


F any Perſon plays out of his Turn, it is in 

the Option of either of his Adverſaries to 
call the Card ſo played, at any Time in that Deal, 
provided it does not make him revoke; or if either 
of the adverſe Party 1s to lead, he may defire his 
Partner to name the Suit he chuſes to have him 
lead, and when a Suit is then named, the Partner 
muſt play it if he has it. 

2. No Revoke to be claimed till the Trick is 
turned and quited, or the Party who revoked, or 
his Partner, have played again. 

3. If a Revoke happens to be made, the e | 
Party may add 3 to the Score, and the revoking 
Party, provided they are up, notwithſtanding the 
Penalty, muſt remain at 9: The Revoke takes 
Place of any other Score of the Game. 

4. If any Perſon calls at any Point of the Game, 
except 8, either of the adverſe Parties may call a 

new Deal; and they are at Liberty to conſult each 
| Other whether ey will have a new Deal. 
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56 A ſport TREATISE on | 
5. After the Trump Card is ſeen, no Poly 


810 to remind his Partner to call. 

If the Trump Card is ſeen, no Honours in 
ws preceding Deal can be ſet up, unleſs wy were 
before claimed. 

7. If any Perſon ſeparates a Card from the reſt, 
enter of the adverſe {IONS a call it, provided 
Cafe be calls a wrong Ched, either of the adverſe 
Parties may once call the higheſt or loweſt Card 
in any Suit led during that Deal. _ 

8. Each Perſon ought to lay his Card before 
him; after he has dene ſo, if either of the ad- 
verſe Parties mix their Card with his, his Partner 
is intitled to demand each Perſon to lay his Card 
before him ; but not to enquire who played any 
particular Card. 

9. If any Perſon revokes, and before the Cards 
are returned, diſcovers it, the adverſe Party may 
call either the higheſt or the loweſt Card of the 
Suit led, or have their Option to call the Card 
then played at any other Time, when it does not 
_ Cauſe a Revoke. | 
10. If a Card in dealing is turned up, it is in 


the Option of the adverſe Party to call a new 


Deal, unleſs they, or either of them, have been 
the Cauſe of turning up ſuch Card, in which Caſe 
the Dealer has the Option. 


11. If the Ace or any other Card of any | Suit is 


led, and it ſhould fo happen that the laſt Player 


plays out of his Turn, whether his Partner has | 


any of the Suit led or not (provided you do not 
make him revoke) he 1s neither intitled to trump 
it, nor to win that Trick. 

12. It 


g thin 
Part 


the GAME of Wulsr. „ 

12. If a Card is faced in the Pack, they muſt 
mY again, except it is the laſt Card. 

None of the Players are to take up, or 

look at their Cards, while any Perſon is dealing, 


and if the Dealer ſhould happen to miſs Deal, in 


that Caſe he ſhall deal again, and if a Card is 


turned up in dealing, no new Deal 1s to be called. 


14. When a Card is led, if one of the Adver- 


ſaries plays out of his Turn, his Partner is not to 


win the Trick, if he can avoid it without revok- 


ing. 
| Every Perſon ought to fee tha he has 13 
Cards dealt him; therefore, if any one ſhould 


happen to have only 12 Cards, and does not find 


it out till ſeveral Tricks are plaved, and that the 


reſt of the Players have their right Numbers, the 


Deal ſtands good ; and alſo the Perſon who plays 
with 12 Cards, is to be puniſhed with each Re- 
voke in Caſe he has made any; but if any of the 
reſt of the Players ſhould happen to have 14 Cards, 
in that Caſe the Deal is void. 

16. If any Perſon throws his Cards upon the 
Table, with their Faces upwards, upon Suppoſi- 
tion that he has loſt the Game, if his Partner does 
not give up the Game, the Adverſaries have it in 
their Power to call any of thoſe Cards, when they 
think proper, provided they do not make the 
Party revoke. - 

17. A and B are Partners againſt C and D. 
A leads a Club, his Partner B plays before the 
Adverſary C; in this Caſe D has a right to play 


7 before his Partner CG becauſe B played out of his 


Turn. 

18. If any Perſon is ſure of winning every Trick 
in his Hand, he may ſhew his Cards upon the 
Table, 
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Table, but ſhould it ſo happen that he has any | 
loſing Card in his Hand, he is then liable to have | 
all his Cards called. 

19. No Perſon ought to aſkhis Partner whe- | | 
ther he had played an Honour, while the Cards | 
are plaving. 

20. A and B are Partners againſt C and D. A1 
leads a Club, C plays a 8 Spade, E B plays the King 
of Clubs, and D plays a Club, C diſcovers he 
has revoked before the Trick is turned. 

Query, What is the Penalty? 'F: 

B may take up his Card again, and ſo may D, E 

and either A or B have it in their Option to ob- | 
lige C to play the higheſt or loweſt Card of the 
Suit led. 

21. If any Perſon calls at the Point of 8, and 
his Partner anſwers, and both the oppoſite Parties 
have thrown up their Cards, and it appears that Aſſiſt 

the other Side had not two by Honours, in this“ p 
Caſe, they may conſult with one another about | 
it, and are at Liberty to ſtand the Deal or not. 

22. And if any Body anſwers, when he has not 

an Honour, the adverſe Party may conſult with 
one another about it, and are at liberty t to ſtand 
the Deal or not. 1 
23. No Perſon may take new Cards in the Mid- # © 
dle of a Game, without the Conſent of all Parties. Þ 
24. The Dealer ought to leave toView upon the 
Tables his trump Card, till it is his Turn to play, 18 E 
and after he has mixed it with his other Cards, | J 
Nobody is intitled to demand what Card is ned * 
up, but may aſk what is Trumps; this Conſe- 
quence attends ſuch a Law, that the Dealer can- 
not name a wrong Card, which he otherwile 
might have done. 
End of the GAME of W HIST. 
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TO WHICH ARE ADDED, 


Several CAsEs not hitherto Publiſhed, 
By EDMUND HOYLE, Gent. 


. 


Printed by James Ho x, at the Aercu 
| in Parliament-ſirect. No. 19 


—— 


M,DCC,LXXVEL, 


A N 


Artificial Memory. 
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Wee that play at the Game of WuIs r. 


CHAP XV. 
L | 


LACE of every Suit in your Hand, the 


' Worſt of it to the Left hand, and the Beſt 
(in order) to the Right, and the Trumps in the 


Suits. 
3 
If in the Courſe of Play you find you have 
the beſt Card remaining of any Suit, put the 
ſame to we left of your Trumps. 
III. 
And if you find you have the ſecond beſt Card 


of any Suit to remember, place it on the right 
of your Trumps. 


| IV. 
And if you have the third beſt card of any 
Suit to remember, place a ſmall Card of that 


| Suit between the Trumps and that third beſt, to 
1 the right of the 'Trumps. 


V. 
To remember your Partner's firſt Lead, place 


2 ſmall Card of that Suit led, in the midſt of your 
Trumps, 


An eaſy Method of «Gifting the Memory of 


like Order, always to the left of all the other 
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Trumps, and if you have but one e Trump, onthe | ſent 
left of it. wh 
VI. =: 
When you deal, put the Trump turned up, to | you 
the right of all your Trumps, and part with it Þ far) 
as late as you can, that your Partner may know | Re 

you have that Trump left, and ſo play accord- |. 

_ ingly. 4 
To find where, or in what Suits your Averſarie s 
revoke. ha 
Suppoſe the two Suits on your right Hand to nei 
repreſent your Adverſaries in the Order they ſit, ten 
as to your right and left Hand: FF oth 
When you ſuſpect either of them to have made | des 
| a Revoke in any Suit, clap a ſmall Card of that? I in 
Suit amongſt the Cards repreſenting that Adver- I Me 
fary, by which Means you record not only that Tr 

there may have been a Revoke, but alſo which of | 

them made it, and in what Suit. J | 
"IF the Suit that repreſents the Adverſary that | anc 
made the Revoke, happens to be the Suit he re- | Alu 
voked in, change that Suit for another, and, as the 
above, put a ſmall Card of the Suit ke in, po 
in the middle of that exchanged Suit, and if you | Tr 
have not a Card of that Suit, reverſe a Card of ] ha 
any Suit you have (except Diamonds) and place the 
. -._ 
5 Ri 
As you have a Way to remember your Partner's Au 
firſt Lead, you may alſo record in what Suit ei- be. 
ther of your Adverſaries made their firſt Lead, by ing 
putting the Suit in which they made that Lead, | to 
in the Place which in your Hand repreſents that H: 
Adverſary, as either of your right or left Hand; | un: 
and if other Suits were already placed to repre- and 


ſent 


MEMORY. 63 
ſent them, then exchange them for the Suits in 
which each of them makes his firſt Lead. 

The foregoing Method is to be taken when 
you find it more neceſſary to record the Adver- 
ſary's firſt Lead, than to endeavour to TD out a 
Revoke. 

Additional Caſes. 
, 

When it appears 1 to you that the Adverſaries 
have three or four Trumps remaining, and that 
neither you nor your Partner have any, never at- 
tempt to force one Hand to trump, and to let the 
other throw away a loſing Card, but rather en- 
deavour to find out a Suit in your Partner's Hand, 
in caſe you have no Suit in your own, by which 
Means you prevent them from making their 
'Trumps ſeparate. 
| II. | 

Suppoſe A and B are Partners againſt C and D, 
and ſuppoſe nine Cards are played out, and alſo 
ſuppoſe eight Trumps are played out; and fur- 
ther ſuppoſe A to have one 'Trump only, and ſup- 
_ poſe his Partner B to have the Ace and Queen of 
Trumps, and ſuppoſe the Adverſaries C and D to 
have the King and Knave of Trumps between 
them, A leads his ſmall Trump, C plays the 
Knave of Trumps ; Query, whether B is to Pay 
his Ace or Queen of Trumps upon the Knave ? 
Anſwer, B is to play his Ace upon the Knave, 
becauſe D having four Cards in his Hand remain- 
ing, and C has only three, conſequently it is four 
to three in B's favour that the King is in D's 
Hand; if we reduce the Number of four Cards 
in a Hand to three, theOdds then are three to two; 
and if we reduce the Number of three Cards in a 
Hand 
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Hand to two, the Odds then are two to one in fa- 
vour of B's winning of a Trick by putting on his 
Ace of Trumps; by the like Rule you may Play 


all the other Suits. 
III. 


Let us ſuppoſe you have the thirteenth Frump, 


and alſo the thirteenth Card of any Suit in your 
Hand, and one loſing Card, and let us ſuppoſe you 
have only three Cards remaining; Query, Which 
of theſe Cards are you to play? Anſwer, You 


are to play the loſing Card, becauſe if you play 


the thirteenth Card firſt, the Adverſaries know - 
ing you to have one Trump remaining will not 
paſs your loſing Card, and therefore you 12 5 two 
to one againſt yourſelf. 
N. 
Let us ſuppoſe that you have the Ace, King 


and three ſmall Cards in any Suit which has never 


been played, and let us ſuppoſe that it appears to 
you that your Partner has the laſt Trump remain- 
ing; Query, How are you to play theſe Cards to 

your greateſt Advantage? Anſwer, You are to 
lead a ſmall Card in that Suit, becauſe it is an e- 
qual Wager that your Partner has a better Card 
in that Suit than the laſt Player; if fo, and that 


there is only three Cards in that Suit in any one 


Hand, it foltows that you win five Tricks in that 
Suit; whereas, if you play the Ace and King of 
that Suit, it is two to one that your Partner does 


not hold the Queen, and conſequently, by playing | 


the Ace and King it is two to one that you win 
only two Tricks in that Suit. This Method may 

be taken in caſe all the Trumps are played out, 
provided you have good Cards in other Suits to 
bring 1 in this Suit, and you may obſerve that you 


reduce 
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reduce the odds of two to one againſt you, to an 


equal Chance by this Method of Play, and proba- 
bly 2 three Tricks by it. 
V. 


If you chooſe to have "Trumps played by the 


Adverfaries, and that vour Partner has led a Suit 
to you, of which you have the Ace, Knave, Ten, 
Nine and Fight, or the King, Knave, Ten, Nine 
and Eight, you are to play the Eight of either 


Suit, which probably leads the Adverſary, if he 


wins that Card, to play Trumps. 
VE: 
8 80 you ſhould have a Quart- major in any 
Suit, with one or two more of the ſame Suit, and 


that it is neceſſary to let your Partner know that 


you have the Command of that Suit, in that Caſe, 
throw away the Ace of that Suit, upon any Suit 
of which you have none in your Hand to clear 
up his Doubts, becauſe the Odds is in your Fav- 
our that neither of the Adverſaries have more 
than three of that Suit; the like Method may be 
taken if you have a Quart to a King, (the Ace 
being played out) you may throw away the King, 
alſo if you ſhould have a Quart to a Queen, (the 
Ace and King being played out) you may throw 
away your Queen, all which lets your Partner 
into the State of your Game, and you may play 
by the like Rule in all inferior — having 
the beſt of them in your Hand. 
VII. 

There 1s ſcarcely any Thing more commonly 
practiſed amongſt moderate Players, in cafe the 
King 1s turned up on their left Hand, and that 
they have the Queen and one ſmall Trump only, 


to play out their Queen, in hopes their Partner 
8 may 
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may win the King if it is put on ; not conſidering 


that it is about two to one that their Partner "Gag 
not the Ace, and admitting he has the Ace, they 


do not conſider that they play two Honours againſt 


one, and conſequently weaken their Game, the 
Neceſſity only of playing Trumps ſhould oblige 
them to play thus. 
A Cafe which frequently happens. 
„„ 
A and B are Partners againſt C and D, all the 


Trumps are played out exccpt one which © or D 


has. A has three or four winning Cards in his 
Hand of a Suit already played, with an Ace and 
one ſmall Card of another Suit. 
ther it is A's beſt Play to throw away one of his 
winning Cards, or the {mall Card to his Ace-ſuit 
Anſwer, it is his beſt Play to throw away one of 
his winning Cards, becaute if his right-hand Ad- 
verſary plays to his Ace- ſuit, ke has it in his Power 


to pals it, and conſequently his Partner B has an 


equal Chance to have a better Card in that Suit 


than the third Hand; if fo, and that he has any 


forcing Card, or one of his Partner's Suit to play 
to him, in order to force out the laſt Trump, his 


Ace remaining in his Hand, brings in his winning 


Cards; whereas, if A had thrown away the ſmall 
Card to his Ace-ſuit, and that his right-hand Ad- 
verſary had led that Suit, he had been obliged to 


put on his Ace, and + -> ond had loſt ſome 


Tricks by this Method of Play. 
IX. 
| Suppoſe ten Cards had been played out, and 
ſuppoſe it appears very probable that your left- 


hand Adverſary has three 'Trumps remaining, 


viz. the beſt and two ſmall ones; and ſuppoſe you 
have 


Query, Whe- : 


MEMORY: . 5 


have two Trumps only, and that your Partner 
has no Trump, and ſuppoſe your right-hand Ad- 
verſary plays a Thirteenth or ſome other winning 
Card; in that Cale paſs it, by which Means you 
gain a Trick. 

In order to let your Partner into the State of 
your Game, let us ſuppoſe you to have a Quart- 
Major in Tremp (or any other four beſt Trumps) 
if you are obliged to trump a Card, win it with 


the Ace of Trumps „ and then play the Knave, 


or win it with the highieſt of any other four beſt 
Trumps, and then play the loweſt, which clears 
uß your Game to your Partner, and by ſuch a 
Diſcovery it may be the Means of winning many 
Tricks; you may practiſe the like Rule in all the 
other Quits, 
XI. 


If your partner calls at the Point of Fight, be- 


fore his Time, you are to trump to him, whether 
you are ſtrong in Trumps or Suits, or not, becauſe 
as he calls before he is obli ged to do fo, it is a 
Declaration of his being ſtrong in Trumps. 
XII. 

Suppoſe your right-hand Adverſary turns up 
the Queen of Clubs, and ſuppoſe when he has 
the Lead, he plays the Knave of Clubs, and ſup- 
poſe you have the Ace, Ten, and one Club more, 
or the King, Ten, and one ſmall Club. Query, 
When he leads his Knave, whether you are to win 


it, nor not? Anſwer, You are not to win it, be- 


cauſe 1t 1s an equal Wager, when he leads his 
Knave of Clubs, you not having the King, that 


your Partner has it; alſo, it is an equal Wager 


when he leads his Knave of LAW, you not having 
the 
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68 An ARTIFICIAL, & c. 
the Ace, that you Partner has it, and conſequent- 
ly you gain a Trick by paſſing it; which can- 
not be done if you either put on your King or 
Ace of Clubs. 
| A Cafe fer a Slam. 
XIII. 

Leet us ſuppoſe A and B Partners againſt C and 
D, and let us ſuppoſe C to deal, and let us ſup- 
poſe A to have the King, Knave, Nine, and Seven 
of Clubs, they being Trumps, a Quart- major in 
Diamonds, a Terce-major in Hearts, and the 
Ace and King of Spades. 

Let us ſuppoſe B to have nine Diamonds, t wo 
Spades, and two Hearts. 


Alſo let us ſuppoſe D to have the Ace, Queen, 


Ten, and eight of Trumps, with nine Spades. 
And let C have hve Trumps and Eight Hearts. 
A is to lead a Trump, which D is to win, and 


D is to play a Spade which his Partner C is to 


trump: C is to lead a Trump, which his Part- 
ner D is to win, then D is to lead a Spade, which 
C is to trump, and C is to play a Trump, which 
D is to win, and D having the beſt Trump is to 
play it; which done, D having ſeven Spades in 
his Hand wins them, and conſequently ſlams A 
and B. 


Tus END. 
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ON THE GAME OF 


QUADRILLE. 


SHEWIN GO, 


The Odds of winning or loſing moſt Games 
that are commonly played; either by calling 


| a King, or by playing Sans Prendre. 


To which are added 5 


| The LAWS of the GAME. 


By EDMUND HOYLE, Gent. 
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ECAUSE a Learner may be at a Loſs to 

know the Rank and Order of the Cards, 

when Trumps or not, the two n Tables 
ſhew them. 


De Rank or Order of the Cards when not Trumps. 


Clubs and Spades. Heart and Diamonds. 
King, King, 
Queen, Queen, 
Knave, Knave, 
Seven, Ace, 
Six, | Duce, 
Five, | | 'Three, 
Four, Four, 
Three, Nie, 
Duce, 5 Six, 
—̃ — 25 Seven, 
In all — 
13 In all 10 


— „ — 00 „ K SR GS — — — 
f 
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The Rank or Order of the Cards when Trumps. 


Clubs and Spades. Hearts and Diamonds. 
Spadille, the Ace of Spadille, the Ace of 
Spades, Spades, 
Manille, the Duce of Menill the Seven of 
Spades or of Clubs, 


Baflo, the Ace of monds. 
Clubs, Baſto, the Ace of Clubs, 
2 Punto, the Ace of 
Hearts or of Dia- 
monds, 
King, King, 
Qu-en, Queen, 
nave, Knave, 
Seven, Duce, 
Six, Three, 
Five, Four, 
Four, Five, 
Three, | Six, 
In all 11 1 all 12 


Vou may obſerve by the foregoing Tables, that 


Spadille and Baſto are always Trumps, therefore 


the red Suits have one T more than the 
Black. 


There are three Matadores, vi. Spadille, N 
Manille, and Baſto. 


Therefore, if an ordinary Tr 1s led, you 


are not obliged to play a Matadore upon it ; but 
if Spadille is led, and you ſhould have Manille or 


Baſto unguarded, you mult play it; alſo if 


Hearts or of Dia- 


Manille 


| | Mani 
guare 


GAME of QUADRILLE. | 595 


| Manille is led, and you ſhou'd have Baſto un- 
| ures, it muſt ve played. 


The Order of the Falſe Matadores. 


Clubs and Spades. 
Manille, the Duce 
of Clubs or of 


: Baſto, 
-Ciuds, . + 


Hearts and Diamonds. 

Manille, the Seven 
of Hearts or of Dia- 
monds. | 


Clubs. 

Punto, the Ace of Hearts 
or Diamonds, 
FKing, 

Queen, 
Knave, Knave, 
| Seven, Duce, 
Six, Three, 
Five, Four, 
Four, Five, 


Three, Six, 


| King, 
Queen, 


In all 1 
; You ſee by the 1 Table the Order 
or Rank of the Falſe Matadores. 


We generally call them falſe Matadores, if we 


In ro: 


begin at Baſto and ſo proceed by N 8 


any Number. 


SEE RE Ct; 
1. T HE firſt thing to be done after you have 


ſeen your Cards, is, to aſk Leave to 


| paſs, or play ſans prendre; and if you name a 
wrong T rump, * muſt abide by it. 
E 
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Ace of Baſto, the Ace of 
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II. If all the Players paſs, he who has Spadille 
Fe obliged to play, but if he does not make three 
Tricks, he is not baſted. 
III. The Player ought to have a fair Probabi- 
lity of winning three 'Tricks when he calls a King, 
to prevent his being baſted. 
IV. Therefore we will ſet down ſuch Games 
only, as give a fair Chance to win the Game 
by calling a King, with Directions at the 
End of each Caſe what Trump you are to 
lead. 


7 Calculations neceſſary to be underſtood by theſe Who 
have made ſome Progreſs in the Game. 


I. I would know what is the Odds that my 
partner holds one Card out of any two certain 
Cards. 
Anſwer, That he holds one Card out of any 
two certain Cards is about 5 to 4 in his Favour. 
II. I would alſo know what is the Odds that 
my Partner holds one Card out of any three cer- i 
tain ,, I. « 
Anſwer, That he holds one Card out of any | monds 
three certain Cards is about 5 to 2 in his Fa- Þ and fo 


Your. | | ſmall 
An e and Application of PF Fer gui Sus | 
Calculations. _ and th 


I. That your Partner holds one Card out of a ſmal 
any two certain Cards. III. 
Suppoſe you ſhould hold one Matadore, it is Diamc 
by this Calculation evident, that it is 5 to 4 in | Cards 
Your Favour that your Partner holds one of the . IV. 
other mall! 


3 GAM of QUADRILLE. 75 9 
other two, and conſequently you may play your MN 
Game accordingly. +l 

Again, Suppoſe you call A king, and having a =_ i 

© Knave and one ſmall Card of a Suit in your + 

Hand, by the aforegoing Calculation, it is plain 9 Þ 

that you have 5 to 4 in your Favour that your 1M 

Partner holds either the King or Queen of that 70 

Suit, and conſequently you have the Odds in your _ 

© Favour to win a Trick in that Suit. | 7, 

II. That your Partner holds one Card out of all 

any three certain Cards. | it 


| Suppoſe you have no Matadore, but with the 
Aſſiſtance of one of them you have great Odds 
of winning the Game; you may obſerve, by the 1 
foregoing Calculation, that! it is about 5 to 2 that HP: 
your Partner holds one of them, you having | 
none. 

| This Calculation may be applied to many other 
Caſes, my uſeful to the Player. 
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Games 1 in Red which may be Played, calling a King. 
. Spadille, Manille, two ſmall Hearts or Dia- 


monds, the Queen of Clubs and one ſmall one, 1 
and four ſmail Cards of the other Suits. Lead a 9 


| (mall Trump. 21408 
II. Spadille, Manille, two ſmall Hearts or 
Diamonds, with the Knave and two ſmall Clubs, 
and three ſmall Cards of the other Suits. Lend 
a ſmall Trump. 

III. Spadille, Manille, two ſmall Hearts or | 
Diamonds, three ſmall Clubs, and three ſmall - 
Cards of the other Suits. Lead a ſmall Trump. 

IV. Spadille, Punto, King, Queen, and one 
ſmall Heart or Diamond, three ſmall Clubs, the 
Qeeen, and one Spade. Lead Punto. 


E 2 V. Spa- 
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V. Spadille, Punto, King, Knave, and one 
Tmall Heart or Diamond, the Knave and two ſÞ 
Lead Pun- 


ſmall Clubs, and two ſmall Spades. 
to. N 


and one ſmall Club, and two ſmall Spades. Lead 
the King of Trumps. 


. Spadille, Three, Four, Five, and Six of 


Hearts or Diamonds, King of Clubs and one more, 
Queen and two ſmall Spades; whether elder, or 


ſmall 'Trump, in the ſecond play Spadille. 


VIII. Manille, Baſto, Punto, and two ſmall S 
Hearts or Diamonds, three ſmall Clubs, and the 


Knave and one Spade. Lead Manille. 


IX. N. B. Manille, Baſto, King, and o 
ſmall Hearts or Diamonds, Queen and one ſmall iþ 


Club, and three ſmall Lead Manille. 


Spades. 


EX. N. B. Manille, Baſto, Queen, and two 
ſmall Hearts or Diamonds, Queen and two ſmall 1 


Clubs, K nave and one Spade. Lead Manille. 


Xt Mantle, Baits; wich the three  fmailes ff 


Hearts or Diamonds, Queen and one ſmall Club, 
Knave and two ſmail Spades. 
Trump. 


XII. N. B. Manille, Punto, King, and two Di 
| ſmall Hearts or Diamonds, Queen, Knave, and 


one ſmall Club, King and one ſmall Spade. 
Lead Manille. 

XIII. Manille, Punto, Queen and two ſmall 
Hearts or Diamonds, Queen and one ſmall Club, 
King and two ſmall Spades. Play a ſmall Trump. 

XIV. Manille, Punto, and three fmall Hearts 
or Diamonds, Knave and one ſmall Club, King, 


Queen, 


VI. Spadille, King, Queen, Knave, and one 
ſmall Heart or Diamond, with the Queen, Knave, ; 


| Biito 


| fall 
any other Hand, when you have the Lead play a i 


F A ſmal | 


* ſmall 
Club: 


X \ 


| | Queens and one {mall Spade. Play a ſmall 


ö 55 


be 2 
FA 
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* "Trump. 


XV. Manille, and the four ſmalleſt Hearts or 


Diamonds, Queen, and one ſmall Club, King, 


9 


Queen, and one ſmall Spade. Play a ſmall Trump. 
XVI. N. B. Paſto, Punto, King, and two 


E ſmall Hearts or Diamonds; King, and Queen of 


Clubs, Queen, and two ſmall Spades, Lead 
9 0 B. Banos Lunto, Queen, and two 


T one ima Club, King and Queen of Spades, 
| Lead Baſto. 


XVIII. N. B. Paſto, Punto, and il reg of the 


| ſmalleſt Hearts or Diamonds, King and Queen of 


Clubs, Queen, Knave, and one fmall Spade, Play 


1 a ſmall Trump. 


XIX. Baſto and the four ſmalleſt Heir or 


7 Diamonds, King and Queen of Clubs, Queen, 


| Knave, and one ſmail Spade. Play a ſmall 


Trump. 


XX. N. B. 8 King, Queen, and two 
ſmall Hearts or Diamonds, King, and Queen of 
Clubs, Queen, Knave, and one ſmall Spade. 


| Lead Punto. 


XXI. Punto, King, and three ſmall Hearts or 


| | Diamonds ; King, and Queen of Clubs, Queen, 


| Knave, and one ſmall Spade. Play a ſmall 
| 'Irump.. 

You are to obſerve that thoſe Caſes which are 
| mark'd thus, (N. B.) are very good Games to 
play, and that you have the Odds of your Side, to 
win thoſe which are not marked, 


. 


; 3 « * 2 a * 
j——[— «⅛ů xßĩr˖— ns 
3 — 


. 


. ue 2 aha > 


Ba _ A CONE 
„ Ns ng r . 


1 * 1 6 = 
A 8 - 
— „% 7 * a * 


7 s 
—— 8 wh. d 
* - - \ 
- * —— . 5 
S 


— 
. 
- 
* 


—— 


- — Fw 
tpn rata. 
SA IE IEICE * 
* 4 A 2. 
1 : >—v 8 _— >. 5 > — 8 
2 — — ** * — 75 a 
4 oy” 3 3 


n ——— * . — 
5 ——— — ——— — pe. . w * 
— 7 1 — 2 £ P — 
ane £ 4 — or ESE * 


78 A ſhort TRE AT ISE on the 


H A P. III. 


GAMES in Black, which may be played, calling a 


King. 
I. 


or Spades, the Knave, and two ſmall 
Hearts, and three ſmall Diamonds. Lead a ſmall 
Trump. | 


II. N. B. 8 


Spadille, Manille, and two ſmall 


Clubs or Spades, Queen, and two ſmall Hearts, 


three ſmall Diamonds. Lead a ſmall Trump. 


III. Spadille, Manille, and two ſmall Clubs or 


Spades, three ſmall Hearts, three {mall Diamonds. 
Lead a ſmall Trump. 


IV. N. B. Spadille, King, Queen, and two 


ſmall Clubs or Spades, with the Queen and one 


ſmall Heart, three ſmall Diamonds. Lead the 


King of Trumps. 
V. Spadille, King, Knave, and two ſmall Clubs; 
Queen and two Diamonds, two {mall Hearts, 


Play a ſmall Trump. 


VI. Spadille, Queen, and three e mall Clubs or 
Spades, Queen and two ſmall Hearts, two ſmall 
Diamonds. Play a ſmall Trump. 

VII. Spadille, and the four ſmalleſt Clubs or 
Spades, King and one ſmall Heart, Queen and 


two ſmall Diamonds. Play a ſmall Trump. 


VIII. Manille, Baſto, King and two ſmall 


Clubs or Spades, three ſmall Hearts, and two ſmall 


Diamonds. Lead Manille. 

IX. Manille, Bafto, Queen, and two ſmall 
Clubs or Spades, three ſmall Hearts, Queen, and 
one ſmall Diamond. Lead Manille. 


X. Ma- 


PADILLE, Manille, and two ſmall Clubs 
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> # Manille, Baſto, Knave, and two ſmall 


: Clubs or Spades, Knave, and one Heart, three 
ſmall Diamonds. Lead Manille. 

XI. Manille, Baſto, and three ſmall Clubs or 
Spades, Queen, and two ſmall Hearts, Knave, 
and one ſmall Diamond. Lead Manille. 
XII. N. B. Manille, King, Queen, and two 
| ſmall Clubs or Spades, King, and one ſmall Heart, 
Queen, Knave, and one {mall Diamond. Lead 
| Manille.. 

XIII. N. B. Manille, Kine: Kaner and two 


ſmall Clubs or Spades, King, and one ſmall Heart, 
Lead Ma- 


Queen, and two ſmall Diamonds. 
nille. 

XIV. Manitle, King, 5 three ſmall Clubs 
or Spades, Queen, and two ſmall Hearts, King, 
and one ſmall Diamond. Play a ſmall Trump. 


XV. Manille, and the four ſmalleſt Clubs be - 


Spades, King, Queen, and one ſmall Heart, two 
ſmall Diamonds. Play a ſmall Trump. 
XVI. N. B. Baſto, King, Queen, and two 


ſmall Clubs or Spades, Queen, and two ſmall 


Hearts, King and one {mall Diamond. Lead 
Baſto. 

XVII. N. B. Baſto, King, EKnave, and two 
ſmall Clubs or Spades, Knave and one Heart, 
King, and two ſmall Diamonds. Lead Baſto. 
XVIII. N. B. Baſto, King, and three ſmall 
Clubs or Spades, King and Queen of Hearts, 
Queen, and two {mall Diamonds. 

Trump: 

XIX. Baſto, and four of the ſmalleſt Clubs or 
Spades, King and Queen of Hearts, Queen, 
Knave, and one ſmall Diamond. Play a ſmall 
STOP 
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XX. N. B. King, Queen, Knave, and two 


ſmall Cinbs or Spades, King and Queen of 
Hearts, Knave and two ſmall Diamonds. Lead 


the King of Trumps. 


XXI. King, Queen, Serie Six, and Five of 
Clubs or Spades, King and Queen of Hearts, 


Queen, K nave, and one {mall Diamond. Lead 


the King of Trumps. 


Jou are to obſerve that ee Caſes which 


are mark'd thus, (N. B.) are very good Games 
to play, and you have the Odds of your fide, 
to win thoſe which are not marked. 

N. B. You are to Call to your firongelt 
Suit, except, you have a Queen guarded. And, 


if you are elder Hand, you have a fairer chance 


to win the Game than if middle Hand, becauſe 


you have an Opportunity of leading a Trump, 


which frequently makes your Adverſaries play 
int each other, 


CHAP. IV. 


Caſes calculated, ſhewing the Players the Odas 


of winning the following Games at Quadrilte, 
ſans prendre; and alſo ſuch Games as ought 
not to be played ſans prendre. 


GAMES in Black , Elder Hand. 


I. INHREE Matadores in Clubs, King and 


8 ſix of Diamonds, King and Six of 
Hearts, King, Five, and Six of Spades. Play 
Trumps to all the elder-hand Games. The 
above Game wins 27 to 4. 
II. Three Matadores and the Three of Clubs, 
King and Six of — King and Six of 


Hearts, 


Game of QUADRILLE. 8r 
Hearts, and two ſmall Spades. The above 
Game wins 215 to 162, or about 4 to 3. 

TH. Three Matadores, Three and Four of 
Clubs, King and Six of Diamonds, and three 
ſmall Hearts. Wins 291 to 86, or above 10 
75 

IV. Three Matadores with the 'Three, 
Four, and Five of Clubs, two ſmall Diamonds 
and two ſmall Hearts. Wins near 10 to 1. 

V. Spadille, Manille, King, Knave, Three 


and Four of Clubs, two ſmall Diamonds, and 


two ſmall Hearts. Wins 4895 to 3022, or 
about 8 to 5. 

VI. Spadi lle, Manil'e, King, Three, Four, 
and Five of Clubs, two ſmall Diamonds, two 
ſmall Hearts. Wins about 8 to 5. 


VII. Spadille, Manille, King, Three and 


Four of Clubs, King and Six of Diamonds, 
and three ſmall Hearts. Loſes 1514 to 1125, 
or about 4 to 


VIII. Spadille, Manille, Three, Four, Five, 
and Six of Clubs, two ſmall Diamonds, and 


two ſmall Hearts. Loſes 1514 to 1125, or about 
to 
, Tx. Spadille, Manille, Three, Four: and 
Five of Clubs, King and one {mall Diamond, 
and three ſmall Hearts. Loſes 2234 to 405 
or above 11 to 2. BE: 
X. Three falſe Matadores and Three of 
Clubs, King and Six of Diamonds, King and 
Six of Hearts, King and Six of Spades. Wins 
215 to 162, or about 4 to 3. 
XI. Three falſe Matadores, Three and Four 
of Clubs, King and Six of Diamonds, King, 
| Six, 
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Six, and Five of Hearts. 
above 10 to 3. 

XII. Three falſe 6 Three, Four 
and Five of Clubs, King and Six of Diamonds, 
two ſmall Hearts. Wins 1025 to 106, or near 
10 to I. 

XIII. Manille, Baſto, Queen, Three, Fer, 
and Five of Clubs, King and one ſmall Diamond, 
two ſmall Hearts. Wins 4895 to 3022, or 
above 8 to 5. 

XIV. Manille, Baſto, Kaye, Three, Four, 
and Five of Clubs, King and one {mall Diamond, 
two ſmall Hearts. 
almoſt 10 to 9. 

XV. Spadille, Thee: Four, Five, and Six 
of Clubs, King and one ſmall Diamond, King 
of Spades, King and one ſmall Heart. 


Wins 291 to 86, or 


winning is 1749 to 399% or near 2 to 1 for 
winning. 


XVI. Spadille, Three, Four, Five, Six, and 


Seven of Clubs, King and one Diamond, King 


of Spades and King ot Hearts. Wins abou; 


275 to 2. 
CHAP. V; 
 Gamts in Red, Elder Hand. 


I. HRE E Matadores in Hearts, King 


and one Diamond, King and one Spade, 
King and two Clubs. Wins 24 ta 11, or 
above 2 to J. 


II. Three Matadores and Three of 1 


King and, one ſmall Diamond, King and Queen 
of Clubs, and two mall Spades. Wins 7010 


Loſes 4162 to 3755» or 


He muſt 


lead a ſmail Prump, and his Chance then for 


to 


: 
== 
3] 

L 
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to 1661, above 4 to I; beſides the Chance that 
his Kings and Queen paſs, though he ſhou'd not 
not fetch out all the Trumps. 

III. Three Matadores and Three and Four 
of Hearts, King and one ſmall Club, and three 
ſmall Diamonds. Wins almoſt 4 to 3. 

IV. Three Matadores, Three, Four and 8 
of Hearts, two ſmall Diamonds, two ſmall Clubs. 
Wins 291 to 86, or above 10 to 3. | 

V. Spadille, Manille, Punto, Queen, Three 
and Four of Hearts, two ſmall Diamonds, and 
two {mall Clubs. Loſes 1706 to 17.39, or above 
5 to 4. | 


VI. Spadille, Manille, Punto, ＋ hree, Four 


and Five of Hearts, two ſmall Diamonds, two 


ſmall Clubs. Loſes 15 14 to 112 5, or about 4 
to 3. 5 

VII. Spadille, Manille, King, Three, Four 
and Five of Hearts, two ſmall Diamonds, two 
fmall Clubs. Lofes 278 to 99, or about 14 
to 5. 

VIIT. Spadille, Manille, Three, Four, Vis. 
and Six of Hearts, two ſmall Diamonds, two 


ſmall Clubs. Loſs above 3 to 1. 
IX. Spadille, Manille, Three, Four, Five, 


and dix of Hearts, King and one Club, two 


ſmall Diamonds. Wins 1845 to 794, or above 


9 to 4. 


X. Spadille, Manille, LY Three, Four, 


Five, Six of Hearts, two ſmall Diamonds, one 


ſmall Club. Wins above 9 to 1, nearer to 
IO fo I. | 

XI. Four Matadores in Hearts, King and 
two ſmall Clubs, King and two ſmall Spades. 
Wins about 16 to 1. That he fetches out the 


Trumps 
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Trumps is 7206 to 1465, near 5 to I; beſides 
the Chance tor his King's paſſing, tho the 
Trumps ſhou'd not fall. 
XII. Three falſe Matadores and Three of 
| Hearts, King and one ſmall Club, King and 
one Diamond, King and one ſmall Spade. 
Loſes 5791 to 2880, or 7 rid 2 to 1. 


V 


Four of Hearts, King and one e Club, King wid ; 


two Spades. Wins 215 to 162, or about 

to 3. 

XIV. Three falſe Matadores, Three, Four 
and Five of Hearts, King and one ſmall Club, 
two ſmall Spades. Wins 291 to 86, or above 
10 to 3. 

XV. Three falſe Matadores with the 9 


the Three, Four, and Five of Hearts, cne ſmall 


Diamond, two ſmall Spades. Wins 1025 to 
105, near Io to I; but you are to ſuppoſe the 
Lead 1s to come _ your Hand a ſecond time, 
without trumping with a Matadore. 

XVI. Three falſe Matadores with Queen, 
the Three, Four and Five of Hearts, one ſmall 
Diamond, two ſmall Clubs (As the former) wins 
near Io to I. 

XVII. Manille, Baſto, 1 Three, Four, 
and Five of Hearts, King and one Diamond, 
two ſmall Clubs. Loſes 1 514 to 1125, or 
about 4 to 


ee ee 


Four, and Five of Hearts, King and one Club, 
two ſmall Spades. Loſes 278 to gg, or near 

3 to 1. 
XIX. Manille, Baſto, Three, Four, Five, 
and Six of Hearts, King and one Diamond, two 
ſmall 
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of Spades, and the King of Clubs. 
fetches out three Trumps by playing Spadille, 


GAME of QUADRILLE. 

{mall Clubs. 
6 to 1. 

XX. Spadille, Two, Three, Four, Five, and 

Six of Hearts, King and one Diamond, King 

That he 


» 
e 2639 to 405, or about 


is above 4 to 1, and conſequently above 4 to 1, 


XXI. Spadille, Three, Four, Five, and Six of 


Hearts, King and one Diamond, King and one 
Spade, and the King of Clubs. 


That three ſure Tricks in Trumps lie againſt 


the Player is 1384 to 1255, and conſequently 


the Odds is againſt his winning the Game. 
If he plays the Game, he muſt begin with 


# leading a ſmall Trump, for if he plays Spadille, 
he has no Chance at all. 


At his ſecond Lead he ought to play Spadille, 
having the faireſt Probability of winning the 


Game by that Method of Play. 
In all the Games of Falſe Matadores, we 


have ſuppoſed the Player is not over-ruff*d be- 


fore it comes again into his Hand. 


N. B. If you ſhou'd have a Sans prendre 


Game, and it ſhou'd be 5, to 
you a 


4 for winning it, 
are to conſider that the Calling a King 


makes it a ſure Game won, beſides the Chance 
of winning a Fe; and therefore, upon a ſtri&t 
Calculation, it is found to be more adviſeable 


to call a King in ſuch a Caſe. 
N. B. A good. Player may play a weaker 


Game, either el er or younger Hand, 
middle Hand. e | 


than 
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CHAP. VI. 
LAWS af QUADRILLE. 


1 "HOEVER names any Suit for 
Trumps, he muſt abide by it, tho? it 
ſhould happen to be his worſt Suit. 

II. If a Card happens to be faced | 
vou muſt deal again, except it is the laſt Card. 

III. If you play with eleven Cards you are 
baſted. 

IV. If you play Sans prendre, or have Mata- 
dores, you are to demand them before the next 
Dealer has finiſhed his Deal, otherwiſe you loſe 
the Benefit of them. 

V. If any Body names his Trump without 
aſking leave, he is obliged to play Sans prendre, 
unleſs he is the younger Hand, and all the reſt 
have paſs'd. 

VI. If any Body plays out of his turn, that 


Card played, may be called at any time in that | the 
Deal, provided he does not revoke; or the Mt 
Adverſaries may demand the Partner of him who WB 
played out of his turn, or his own Partner, to 13 
play any Suit he thinks fit. | Þl: 

VII. Aﬀer the Game 1s won, if the P | 
who won the ſixth Trick plays a ſeventh Card, 3 
he is obliged to play for the Vale. |. Ot 
VIII. If you have four Kings dealt you, you 
are at Liberty, either to call a Queen to one of 5 


your Kings, or to call one of your Kings; but 
| You are not to call the Queen of Trumps. 

IX. If any Body ſeparates a Card from the 
reſt, he ought to play it, if the adverſe Party has 
ſeen it, unleſs he plays Sans prendre. 


X. 1 
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X. If the King is called, or his Partner plays 
out of his Turn, no Vole is to be played for. 
XI. No Perſon is to be baſted for a Renounce, 


unleſs the Trick is turned and quitted; and if 


any Perſon renounces, and it is diſcovered, if the 


Player ſhould happen to be baſted by ſuch Re- 


nounce, all the Parties are to take up their Cards 


them 


over again. 
XII. If Spadille is forced to play, he is not 


obliged to make his three Tricks. 

XIII. Whoever undertakes playing the Vole, 
has the Preference of playing, before him who 
offers to play Sans Prendre. 

XIV. If all Parties agree to it, before you be- 


gin to play, let the Perſon have the Preference of 
playing who plays for the moſt Tricks; which 


will prevent ſmall Games from being play'd. 

XV. The Player is entitled to know who is his 
King called, before he declares for the Vole. 

XVI. When fix Tricks are won, he who won 
the ſixth Trick ought to ſay, I play the Vole; 


or, I do not play the Vole; or, I aſk—and no- 


thing elſe. 


XVII. He who wins 5 Vale, is to take dou- 


ble the Stake play'd for, out of the Pool. 
XVIII. He who aſks Leave (if elderHand) 
may play Sans prendre, in Preference to any of the 
other Players. 
XIX. If you have one > King only, you may 
call yourſelf, but muſt win ſix Tricks. 


XX. If you play the King ſurrendered, he muſt 


win fix Tricks who demands the King of any 


Body. 
XXI. He who has paſſed once, (unleſs he has 
Spadille) has no right to play afterwards z alſo, 


he 
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he who has aſked the Queſtion is obliged to play, 


unleſs ſome Body elfe plays Sans prendre. 


XXII. If the Player, or his Friend, ſhew their 


Cards before they have won ſix Tricks, the Ad- 


verſaries may call their Cards as they Penne, ſpe- 


_ cifying each Card. 
XXIII. Whoever has aſked Leave cannot play 
Sans prendre, unleſs he is forced. 


XXIV. You are at Liberty to look at the 
Tricks when you are to lead, but not otherwiſe. 


XXV. Whoever underiakes playing for the 


Vale, and does not ſucceed, has a right to the 
Stakes Sans prendre, and Matadores if he has 
them, having won his Game. 


Vole. 
XXVII. If any perſon diſcovers his Game, he 

is not entitled to play the Vole. 

XXVIII. If there happen to be two Cards of 

the ſame Sort, and found out before the Deal is 

ended, the Deal is void; but not otherwiſe. 
XXIX. No Body 
Trug: are played out. 

XXX. He who plays, and does not PR three 


1 ricks, is to be baſted alone, unleſs he plays 


forced Spadille. 


A Shorr 


XXVI. Forced * cannot play for the | 


is to declare how many 
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Back-Gammon. 


E © AUSE it is ſhy for a Learner to 


know, how many Points he ought to throw 


On the GAME of 


CHAT. D 


upon the two Dice, one I hrow with another; 


we ſhall take the following Method to demon- 


ſtrate it. 


Example. 1 wou'd know how many Chances 


there are upon two Dice? 
The Anſwer is thirty-ſix. 


I wou'd alſo know how many Points there are 


upon the thirty-ſix Chances? 


The Anſwer to which take as follows. 


Viz. Paints, 
2 Aces —— 4 
2 Deuces — — 8 
2 Trois — — 12 
2 Fours — — 16 
2 Fives —— — 20 
2 Sixes —— 24 
6 and s twice ———— 22 
6 and 4 twice ——— 20 
6 and 3 twice — 1 
6 and 2 twice ——— 16 
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the 

6 and 1 twice 14 
5 and 4 twice ——— 18 

5 and 3 twice -——— 16 
s and 2 twice 14 
5 and 1 twice ——— 12 
4 and 3 twice ——— 14 
4 and 2 twice ——— 12 
4 and 1 twice ——— 10 
3 and 2 twice ——— 10 
3 and 1 twice. 8 
2 and 1 twice 6 
Divided by 36 | 294 

433 

6 


294 divided by 36, ſolves the Queſtion ; by 


| Points. 


0 


which it appears, that one throw with another, 
you may expect to throw 8 upon 2 Dice. 
1 wowd know how many Chances there are 


upon two Dice? 


The Anſwer is 36, which are as fall : 


Sixk es — 
2 Fives g — 
2 Fours —— 
Þ "e006. —— 

7: _— 

*2 Aces 
6 and 5 twice 


— c—_——_— 
6 and 4 N omen 


6 and 3 twice 
6 and 2 twice - 

*6 and 1 twice - 
5 and 4 twice 


Chances. 


W S ND Hm 4 ry by — 


5 and 


5 
5 and 2 
*5 and 1 
4 and 3 
4 and 2 
1 and 1 
3 and 2 
3 and 1 
*2 and 1 


and 3 twice 


twice 
twice 
twice 


twice 


twice 


twice 
twice 


twice 
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Becauſe a Learner may be at a Loſs to find out 
by this Table of 36 Chances, what are the Odds 
of being hit, upon a certain, or flat Die, let him 


take the following Method. 


Example. To know the Odds of being hit up- 


on an Ace ? 


Look in the Table, where you will find chats * . 
mark' d. 9 
*2 Aces — 1 1 

*6 and 1 twice — 2 = 

s and 1 twice — — 2 | 

*4 and 1 twice 2 4 

* 3 and 1 twice on, | i 

2 and 1 2 5 

Total 11 : 


Which deducted from 25 


The Remainder is 2 5 1. 
By this Method it appears that it is 25 to 11 1 
againſt hitting an Ace, upon a certain or flat Die. | 
The like Method may be taken with any other | 
flat Die, as you have ſeen with the Ace. WAL 
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To explain further to a Learner how to make 
uſe of the Table of 36 Chances, when at a Loſs 
to find the Odds of being hit upon any certain 
(or flat) Die, this ſecond Example 1s here added, 
to ſhew how to find by that Table the "nes of 
being hit — a 6. 


» 

2 Trois —: 
2 Deuces — 
6 and 5, twice - 

6 and 4 twice 
6 and 3 twice ———— 
6 and 2 twice 
6 and 2 twice — 
5 and 1 twice = 
4 and 1 twice 


DDD ND = MH 


1 
DD 0 ND 


| 


e 
PW... 


Which deduQted from 36 2 


The Remainder ES. 


By the 3 Example it is evident, that it 


3s 19 to 17 againſt being hit upon a 6. 


The Odds of 2 Love is about 5 to 2, 
290 2.1 
and-of ---.- i Loe $3 2. 
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T you play 3 up at Back-Gammon, your peicipel 


View, in the firſt Place, is, either to ſecure 
your own, or your Adverſary”s Cing. Point 


when that is effected, you may play a puſhing 


Game, and endeavour to gammon your Adver- 


ſary. I 
II. 

The n next beſt Point (after you have gain d 
your Cing. Point) is to make your Barr Point, 


thereby preventing your Adverſary- 5 running with 


two Sixes. DE 
Ot Hes III. | 1 
After you have proceeded thus far, you are, 
in the next Place, to prefer the making your 


Quatre Point in your own Tables, rather than 


the Juatre Point out of them. 
. 
Having gained theſe Points, you have a fair 
Chance to gammon your Adverſary, if he is very 
forward: for ſuppoſe his Tables are broke at 


home, it will then be your Intereſt to open your 
Barr Point, and oblige him to come out of your 


Tables with a 6; and having your Men ſpread, 
you not only may catch that Man which vour 
Adverſary brings out of your Tables, but you 
will alſo have a Probability of taking up the Man 
left in your Tables, (upon Suppoſition that he 
had two Men there.) And ſuppoſe he ſhould 
have a Blot at home, it will then be your Inte- 
reſt not to make up your Tables ; becauſe if he 
ſhould enter upon a Blot which you are to make 
for the Purpoſe, you will have a Probabili ty of 
getting a third Man; which, if accomplihed, 
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will give you, at leaſt, 4 to one of the Gan 
mon; whereas, if you have only two of his 
Men up, the Odds are in his e that you do 
not gammon him. = 
V. 

If you play for a Hit only, 1 or 2 Men taken 
up of your Adverſary' s, makes it ſurer than a 


greater Number, provided that your Tables are 


made up. 
VI. 


Dix xc Troxs how to carry your Men home. 


When you carry your Men home, in order to 
loſe no Point, you are to carry the moſt diſtant 
Man to your Adverſary's Barr Point, that being 
the firſt Stage you are to place it on; the next 
Stage is 6 Points further, viz. in the Place where 
your Adverſary's 5 Men are firſt placed out of 
his Tables; the next Stage is upon the ſixth Point 
in your Tables. This Method is to be purſued 
till all your Men are brought. home, except 2, 
when by loſing a Point, you may often ſave your 
Gammon, by putting it in the Power of 2 Fives, 
or 2 Fours to fave it. 
VII. 

If you play to win a Hit only, you are to en- 
deavour to gain either your own or ycur Adver- 
ſary's Cinque Point: and if that fails, by your 


being bit by your Adverſary, and you find that 


he is forwarder than you, in that Caſe, you muſt 
throw more Men into his Tables. The Manner 


of doing it is thus: Put a Man upon your Cinque 
or Barr Point, and if your Adverſary neglects to 
hit it, you may then gain a forward Game in- 
ſtead of a back Game; but if he hits you, in 
mu 
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2 


muſt play for a back Game, and then the greater 
Number of Men which are taken up, makes 
your Game the better, becauſe you will by that 
Means preſerve your Game at home: and you 
muſt then always endeavour to gain both your 
Adverſary's Ace and Trois Points, or his Ace 
and Deuce Points, and take Care to keep 3 Men 
upon his Ace Point, that if you chance to hit 
| him from thence, that Point may remain till ſe- 
cure to you. 
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VII. 
At the Beginning of a Set do not play for a 
back Game; becauſe, by ſo doing, you would 


play to a great Diſadvantage, running the Riſk 
of a Gammon to win a ſingle Hit. 


c H A P. II. 
DiRECTIONS for playing at ſetting out the 36 
Chances of Dice, when you are to Pla for 4 
Gammon or for a ſingle Hit. 


WO os. to be play'd on your Cinq. 
Point, and Barr Point, for a Gammon, 
or Tor a Hit. | 


II. 

Twe Sixes, to be play'd on your Adverſary- 5 
Barr Point, and on your own Barr Point, for a 
n „or for a Hit. 

III. 

55 Tuo Trois; two to be play'd on your Cinq. 
Point, and the other two on your '{'rois Point in 
your own Tables, for a Gammon only. 

Fe, 

+ Two Deuces to be play'd on your Quatre 

Point 1 in your own Tables, and two to be brougbt 
F 2 743." PEP 


* 
Fu. | X 


bs a * 
„ r OT I — —— 
8 7 * 
i... * ” — * 


100 A fhort TREATISE on the 


over from the five Men placed in your Adverſaryꝰs 
Tables, for a Gammon only. 
Fi. 
t Two Fours, to be brought over from the 
five Men placed in your Adverſary's Tables, and 
to be put upon the Cinq. Point in your own 


Tables, for a Gammon only. 
| VI. 


Two Fives, to be brought over from the five 
Men placed in your Adverſary's Tables, and to 
be put on the Trois Point in your own Tables, 
for a Gammon, or for a Hit. 

Es VII. 

size Ace, you are to take your Barr Point, 

for a Gammon, or for a Hit. 
= | 
3 "> "Er a Man to be brought from the 
five Men placed in your Adverſary's Tables, and 
to be placed on the Cinq. Point in your -own 
* for a Gammon, or for a Hit. 
3 
Six and Three, a Man to be brought * 
your Adverſary's Ace Point, as far as he will go, 
for a Gammon, or for a Hit. 


X. 


Sie and Four, a Man to be brought from your 


Adverſary's Ace Point, as far as he will go, for a 


Gammon, or for a Hit. 
© 
Six and Five, a Man to be carried from your 
Adverſary's &ce Point, as far as he can go, for 
a Gammon, or for a Hit. 
XII. 
Cinq. and Quatre, a Man to be carry d from 
your Adverſary's Ace Point, as far as he can go, 
tor a * or for a Hit. 


XIII. 
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a 
Cinq. Trois, to make the Trois Point in 


your own Tables, ior a Gammon, or for a 


Hit. 
XIV. 
Cinq. TIA to play two Men from the 5 
placed in your Adverſary's Tables, for a Gam- 


D Lit, 5 
„ 3 5 
* Cinq. Ace, to bring one Man from the five 
placed in your Adverſary's Tables for the Cing. 


and to play one Man down on your Cinq. Point 


im your own Tables for the Ace, ivr a Gammon 


only. 
XVI. 


Quatre Tro is, two Men to be brought from 


the five plac'd in your Adverſary's Fables, for 
a Gammon, or for a Hit. 


XVII. 


Quatre Deuce, to make the Quatre Point in 


ans own Tables, for a — or jor a Hit. 
+ Quatre Ace, to play a Man fron the 
placed in your Adverſary's Tables for the Quatre, 
and for the Ace, to play a Man down upon the 
Cinq. Point in your own Tables, for a Gam- 
mon only. 
XIX. | 
Trois Deuce, two Men to be brought from 
the five placed in your Adverlary: s Tables, for a 
Gammon only. 


XX. 


1 Ace, to make the Cinq. Point in your 


own Tables, for a Gammon, or for a Hit. 
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| XXI. . 

* Deuce Ace, to play one Man from the five ; 2. 
Men placed in your Adverſary's Tables for the five! 
Deuce; and for the Ace, to play a Man, down play 
upon the Cinq. Point in your own Tables, fora WU Ace] 

Gammon only. 1 
CAL I 13 
Dix xc TIORS how to play the Chances that are i play 
marked thus (*) when as are e only to play fra E N 
4 Hit. 5 Man 
WO Trow, two of them are to be play'd | 9 
on your Cinq. Point in your own Tables, Deu 
and with the other two you are to take the | thre 


Quatre Point in your 2 8 Tables. 5 12 


+ Two Deuces, two of them are to be olay'd * 
on your Quatre Pcint in your own Tables, and REN 
with the other two you are to take the Trois * 
Point in your Adverſary's Tables. Hit 

The two ſoregoing Caſes are to be play'd in Gaz 
this Manner, for this Reaſon, Viz. That thereby I; 
you avoid being ſhut up in your Adverſary's i 
Tables, and have the Chance of throwing high alll 4 

Doublets to win the Hit. 1 

III. . full 

* 'Two Fours, fwo of them are to take your | 82 

| Adverfary? s Cinq. Point in his Tables; and for * 
the other two, two Men are to be brought | Li 

| from the five placed in your Adverſasy's Tables. Os 
| | 


* Clog Ace, play the Cinq. from the five 
Mex, placed in your Adverſary's Tables, and play 
the Ace from your * s Ace Font, - + 
V. 
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V; 
2. * Quatre Ace, play the Quatre from the 


five Men placed in your Adverſary's Tables, and 


play the Ace from the Men on your Adverſary' $ 
Ace Point. EN 
VI. 


3. Deuce Ace, play the Bebe from the five 


Men placed in your Adverſary's Tables, and 
play the Ace from your Adverſary's Acc Paint. 

| N. B. The three laſt Chances are play'd in this 
Manner, for the following Reaſon: By laying an 
Ace down in your Adverſary's Fables, you have 
a Probability of throwing Deuce Ace, Trois 


Deuce, Quatre Trois, or Size Cing. in two or 


three Throws; in any of which Caſes you are to 


take a Point, which gives you vaſtiy the better of 


| the Hit. 


You: may obſerve by the Directions given in 


this Chapter, that you are to play 9 Chances 
out of the 36 in a different Manner for a ſingle 
Hit, to what you would do when playing for a 
Gammon. 


In this and the foregoing Chapter plain Di- 


reCtions are given, how, at ſetting out to play 
all the Chances on the Dice, either for a/Gam-. 
mon, or a ſingle Hit; but it is impoſſible to give 


full Inſtructions for the whole Progreſs of the 
Game; all that can be done towards helping a 


Learner, is to communicate ſome Obſervations, 


Hints and Cautions, which if attended to, . 


be of Uſe to him. 
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e 


v. 


Some OnsERVATIONS, HIN rs, and Curio Ns, 


1 5 are to be attended to. 


Y the Diredicns given to play 61 a Gam- 
6 mon, you are voluntarily to make ſome 
Blots, the Odds being in your Favour, that they 
are not hit; but ſhould it ſo happen, that any 
Blot is hit, as in this Cafe 
Men in your Adverſary's Tables, you muſt then 
endeavour to ſecure your Adverfary's Cinque, 
Quatre, or Trois Poi 


and muſt be very for fs; 


Take Care not to crowd your Game at any 


Time, if poſſible. 


Game, to attempt to ſave a Gammon, you are 


II. 


you will have three 


prevent a Gammon, 
how you ſuffer your 
Adverſary to take up a fourth Man. 


What is meant by crowding 
a Game, is the putting many Men either upon 
your Trois or Deuce Point in your own Tables; 


which is, in Effect, loſing of thoſe Men, not 
having them in Play, Beſides, by crowding your 


often gammoned : becauſe when your Adverſary 
finds your Game open, by being crowded in 


your own Tables, he may then play his Game 


as he thinks fit. 


III. 


By Recovrſe had to the Calculations, you may 
know what are the Odds of your enterirę a ſingle 
Man upcn a y certain Number of Points, and by 
that Means you may play your Game accord- 


_ ingly. 
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5 
1 IV. 
If you are obliged to leave a Blot, by Recourſe 


had to the Calculations for hitting it, you will 
find the Chances for and againſt you; and con- 
ſequently you will be enabled to judge how to 


play your Game to the greateſt e 
V. ; 
' You will alſo find, by the Calculations, the 
Odds for and againſt you upon being hit by dou- 


le Dice, and conſequently you will have it in 


your Power to chuſe ſuch a Method of Play as 1s 
moſt to your Advantage. | 
VI. 

it neceſſary to make a Ron in order to 
win a Hit, and you would know to a Point 
which is forwardeſt, your Adverſary or you, take 
the following Method. 

Begin with reckoning how many Points you 
muſt have to bring home to your Size Point, in 
your own Tables, the Man that 1s at the greateſt 
Diſtance from it, and do the like by every other 
Man that is abroad; when the Numbers of thoſe 
Abſentees are ſummed up, add to them the fol- 
lowing Numbers for thoſe already in your own 
Tables (ſuppoſing the Men that were abroad as 
on your Size Point for bearing) namely, ſix for 
every Man on the Size Point, five for every Man 
on the Cinque Point, four for every Man on the 
Quatre Point, three for every man on the Trois 


Point, two for every Man on the Deuce Point, 


and one for every Man on your Ace Point. Do 


the like to you; Adverſary's Game, and then you 


will know which of you is forwardeſt, and like- 
lieſt to win the Lit. 
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9% A.Ti Fh 

Ob ſervationt and Directions for a Learner that has 
made ſame Progreſs at Back-Gammon ; Particu- 
lar Directions for bearing their Men. 


13 | 
F your Adverſary is greatly before you, never 
I play a Man from your Quatre, Trois, or 
Deuce Points, in order to bear that Man from 
the Point where you put it, becauſe that nothing 
but high Doublets can give you any Chance for 
the Hit ; therefore inſtead of playing an Ace or 
a Deuce from any of the aforeſaid Points, always 
play them from your Size or higheft Point, by 
which Means you will find, that throwing two 
Fives, or two Fours, will, upon having eaſed 
your Size and Cinque Points, be of great Ad- 
vantage to you; whereas, had your Size Point 
remained loaded, you mult, perhaps, be obliged 
to play at Length thoſe Fives and thoſe Fours. 
1 
Whenever you have taken up two of your 
Adverſary's Men, and that you happen to have 


two, three, or more Points made in your own 


Fables, never fail ſpreading your Men, in eder 
either to take a new Point in your Tables, or 


tio be ready to hit the Man your Adverſary may 


happen to enter. As ſoon as he enters one of 


his Men, you are to compare his Game with 


your's; and if yon find your Game equal to his, 
or better, never fail taking his Man up, if you 
can, becauſe it is 25 to 11 againſt his hitting 
vou; which Chance, being ſo much in your 


Favour, you ought always to run that Kiſk, 


when you have 7 V two of his Men up. 
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There dis this Exception to this Rule, that if 
you play for a ſingle Hit 2 and that your 
playing that Throw otherwiſe, gives you a better 
Chance for the Hit, you ought not to take up 

that Man. 
i 

Never be deterred from taking up any one 
Man of your Adverſary's, by the Apprehenſion 
of his hitting you with double Dice, becauſe the 
faireſt Probability your Adverſary has of hitting 
vou, ts five to one 1 him. 

1 | 

If you ſhould happen to have five Points | in 
your Tables, and to have taken up one of your 
Adverſary's Men, and. are obliged to leave a 
Blot out of your Tables, take Care, if it is in 
your Power, rather to leave it upon Doublets, 
than any other Chance, becauſe Doublets are 35 
to 1 againſt his hitting you, and any other Chance 
1s but 17 to one azainſt him. 

V.. 

T wo of your Adverſary s Men in your Tables. 
are better for a Hit, than any greater Number, . 
provided your Game is forwardeſt, becauſe his 
having three or more Men in your Tables, gives 
him more Chances to hit you, than if he had 
ny two Men in them. 

IF VI. 

If you are to leave a Blot, upon your entering 
of a Man in your Adverſary s Tables, or other- 
wile, and have it in four Choice to leave it upon 
what Point you pleaſe, always chooſe that which 
is the moſt diſadvantageous to him. To illustrate 
this by an Example, let us ſuppoſe it is his In- 
tereſt to hit you or take you up as ſoon as you 

| 5 enter, 
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enter, in that Caſe you are to leave the Blot 
upon his loweſt Point; that is to ſay, upon hi 
Deuce Point, rather than upon his Trois Point» 
on upon his Trois Point preferably to his Quatre 
Point, or upon his Quatre Point preferably to his 


Cinque Point, becauſe, (as has been mentioned be- 


fore) all the Men your Adverſary plays upon his 
Trois, or his Deuce Points, are deemed as loſt, 


being in a great Meaſure out of Play, thoſe Men 


not having it in their Power to make his Cinque 
Point, and conſequently his Game will be crowd- 
ed there, and open elſewhere, whereby you will 
be able alſo much to annoy him. 
VII. 
To prevent your Adverſary from bearing his 
Men to the greateſt Advantage when you are 


running to ſave your. Gammon ; as for Inſtance, 
ſuppoſe you ſhould have two Men upon his Ace 
Point, and ſeveral other Men abroad, though you 


ſhould loſe one Point or two in putting your Men 
into your Tables, yet it is your Intereſt to leave 
a Man upon your Adverſary's Ace Point, which 


will have this Conſequence, that it will prevent 


his bearing his Men to his greateſt Advantage, 
and will alfo give you the Chance of his making a 
Blot, which you may chance to hit. But if, up- 
on a Calculation, you find that you have a 
Throw, or a Probability of ſaving your Gam- 
mon, never walt. for a Blot, becauſe the Odds 
are greatly againſt Itty it. 


CHAP. 


Game of Back-GAMMON. 


S HA P. VII. 


Caſes put by May of Examfles, to ſhew how to cal- 
culate the Odds of ſaving or winning a Gammon. 


4 I. 
UPPOSE your Tables are made up, and 
that you have taken up one of your Adver- 
fary's Men; and ſuppoſe your Adverſary has fo 
many Men abroad as to require three "I hrows to 
put them in his Tables. 

Query, Whether you have the better of a 
Gammon, or not ? 

Anſwer, It 1s about an equal Wager that you 
gammon him. 


Becauſe, in all Probability, you will have Pore | 
two Men before you open your Tables, and when 


you bear the third Man, you will be obliged to 
open your Size or Cinque Point; in that Caſe it is 
probable, that your Adverſary muſt take two 
Throws before he enters his Man in your Tables, 
and two 'Throws more before he puts that Man 
into his own Tables, and three Throws more to 
put into his own 'I ables the Men which he has 
abroad, which in all makes ſeven "Throws : And 


as you have twelve Men to bear, which probably 


will take ſeven 'Throws in bearing, becauſe you 
may twice be obliged to make an Ace, or a 
Deuce before you can bear all your Men. 


N. B. No Mention is made of Doublets of Th | 


ther Side, that Event being equal to each Party. 


The foregoing Caſe being duly attended to, 


ſhews it is in your Power to calculate very nearly 


the Odds of ſaving or winning a Gammon Ypoo 


moſt Weesen. 5 3 
II. 
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II. 
Suppoſe I have three Men upon my Adverſa- 
ry's Ace Point, and five Points in my Tables, 
and that my Adverſary has all his Men in his Ta- 
bles, three upon each of his five higheſt Points. 
Query, Whether the — is for bie gam- 
moning me, or not? 
Anſwer. Points 
he his bearing 3 Men from his 6 Point, 1s 18 
from his 5 Point, — 15 
from his 4 Point, — 12 
from his 3 Point, — 9 


trom his 2 Point; — 6 


To bring my 3 Men from my 
Adverſary's Ace Point, to my 
Size Point in my Tables, be- 
ing for each 18 Points, make 
in all 


— k mũ—QV—ñ2— 


| T he Remainder i 18 
And as beſides the fix Points in your Favour, 
there i is a further Confideration to be added for 


you, which 1s, that your Adverſary may make one 


or two Blots in bearing, as 1s frequently the Caſe : 
Lou ſee by this Calculation, that you have great- 


ly the better of the Probability of laving your | 


- Gammon. 


N. B. This Caſe is ſuppoſed upon an Equality 


of Owing: 


! | 
_ SvppoſeT leave two Blots, either of which can- 
not de hit but by eue Dice; to hit the one, 
the 
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the Caſt muſt be eight, and to hit the other, it 
muſt be nine, by which Means my Adverſary has 
only one Dye to hit either of them. 

Query, What are the Odds of his hitting either 
43 thoſe Blots? 


Anſwer. 

The Chances on two Dice are in all, 36 
The Chances 5 and 3 twice, 35% 
to hit 8 are, 2 Deuces 1 
i L2 Fours, es <7 
The Chances 6 - 3 tw ice, — — — 2 
to hit ꝙ are,) 5 . 4 JA 

* 2 Trois, . 


19 


Total Chas for hitting, 11 


—— 


Remain Chances for hitting 25 


So that it is 25 to 11 that he will not hit either 


of thoſe Blots. 
IV. 
To give another Example, let us fuppoſe that I 


leave two other Blots than the former, which can- 


not be hit but by double Dice; the one mult be 
hit by eight, and the other by ſeven. 


Query, What are the Odds of my Adverſry 8 
airing cither of thoſe Blots? _ 


Anſwer. 
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Anſwer. Sup 
The Chances on two Dice are in all, my fi 
ITE | | — _—_— Fat 
ſ 6 and 2 twice, — 5 for it, 
The Chances } 5 and 3 twice, — 2 fore 11 
to hit 8 are, two Fours, — I = 
| two Deuces, — 1 4 
7 The Chances oF: __ —_— l the 
to hit 7 are,) 54 2 TWICe, 5 ou! 
? T4 and 3 twice — 2 
"0 OO ? | tak 
Total Chances for hitting, 12 
Remain Chances for not hitting, 24 
Therefore it is two to one, that I am not hit. 
The like Method is to be taken with three, four, | 
or five Blots upon double Dice; or with Bloss 1 
made upon double and ſingle Dice at the ſame HAY 
Time; you are then only to find out (by the Ta- pO 
ble of 36 Chances) how many there are to hit i 


anv of thoſe Blots, and add altogether i in one Sum, | 3 
which ſubtract from the Number 36, which is 2 


the Whole of the Chances upon two Dice: 80 do- Stak 
two 
ing reſolves any Queſtion e fin 
out 


The following Caſes are to new a W ay of cal- 5 
culating, which may be called a mechan:cal Way Be 7 
of ſolving of Queſtions of the like Nature. - 

I would know what are the Odds of throwing 
7 twice, before 10 once? 

Anſwer. 

It is 5 to 4 that 10 is thrown once before 7 15 

thrown twice, which is demonſtrated as follows: 


Suppoſe 
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Suppoſe the Stake depending is nine Paunds, 
my firſt Throw entitles me to have one-third 
Part of that Money, becauſe ) has 6 Chances 


for it, and 10 has but three Chances, and there- 
fore it is two to one. 


L „ 


For the firſt Throw — 3 8 


Having taken zl. out of the g/ for — — = 


the firſt Throw, the Remainder is 6/. 
out of which a third Part is to be 


taken for the ſecond Throw, . 


The Total is, 5 0 0 


Remains, 4 "0.0 


The v hole Stake is '9 © 0 


| VI. 1 
I weuld know what are the Odds of entering 
a Man upon any certain Point in two Throws? 
Anſwer. 

Suppoſe 36 Shillings is the whole Stake de- 
pending, I would know what is my Share of that 
Stake, having lay'd 18 Shillings that I enter in 
two Throws ? By the Calculations in the Tables 
of 36 Chances, it is found that I have 11 Chances 
out of the 36 for entering the firſt Throw, for 
which therefore I am entitled to 11 out of the 
36 Shillngs. 


4. d. 
The Stake is, — 36 
| For the firſt Throw, PR 1 8 


Remains, 25 © 
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The Remainder, being 25 Shillings, is 
to be divided into 36 equal Parts, of 
which I am entitled to eleven of 


thoſe Parts, which make 75. 7d. for 
the MN: 'Throw, — 1 7 


Adding this to the other 11 Shillings, 
re of the Stake tobe, 18 7 


Then my Adverſary's Share will be — 17 4 


Total of the Stake, 36 0 


= —_— 


Therefore it is very nearly 1s to 14 in Favour 
of entering a Man. pon any certain Point in two 


Throws. 
CHAP. vi. 
Critical Cafes for a Pack-Game. 
J. 


Er us ſuppoſe A 1 the Fore-game, 
and that all his Men are placed in the uſual 
Manner. 
For B's Game, let us ſuppoſe that 13 of his 


Men are placed upon his Adverfary's Ace Point, 


and one Man upon his Adverfary's Deuce Point, 
and that B 1s io throw, 

Query, Vy hich 
Hit? 


Anſwer, A's is the beſt by Gold or Silver, or 


21 for, to 20 againſt; becauſe, if B miſſes an 
Ace to take his Adverſary's Deuce Point, which is 
15 to 11 againſt him, A is, in that Caſe, to take 
up B's Men in his Tables, either ſingly, or to 
make Points; 5 and if B ſecures either Ns Deuce 


or 
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er Trois Point, in that Caſe, A is to lay as many 
Men down as poſſible, in order to be hit, that 
thereby l may get a Back- game. 

When you are pretty well verſed in the Game 
of Back-Gammon, by practiſing this Back-game, 
you will become à greater Proficient in the Game 


than by any other Method, becauſe it clearly de- 


monſtrates the whole Power of the Back game. 
II. Back-Game. 
Let us ſuppoſe A to have five Men placed up 


on his Size Point, five Men upon his Quatre 
Point, and five Men upon his Deuce Point, all 


in his own Tables. 
And let us ſuppoſe B to have the Men olaced 


upon A's Ace Point, three Men upon A's Trois 
Point, and three Men upon A's Cinque Point; 
let B alſo have three Men upon his Size Point in 


his own Fables, and three Men placed out of his 
Tables, in the uſual Manner. 


Query, Who has the better of the Hit ? 


Anſwer, It is an equal Game; but to play it 


critically, the Diſficulty lies upon B, who is in 


the firſt Place to endeavour to gain his Cinque and 


Quatre Points in his own Tables, and when that 
is effected, he is to play two Men from A's 
Cinque Point, in order to oblige his Ad verſary to 
blot, by throwing an Ace, which if B hits, he 
will have the faireſt * of We the 
Hit. 

III. Back- Game. 


Suppoſe A has three Men upon B's Ace Point, 


and three Men upon B's Deuce Point, alſo three 


Men upon his Size Point in his own Tables, and 


three Men upon his uſual Point out of his Tables, 
and 
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and three Men where his five Men are Ry 
placed in his Adverſary's Tables. 

And let us ſuppoſe B has his Men placed in 

the ſame Manner, both in his own and his Ad- 
_ verſary's Tables, with this Difference only, vis. 
inſtead of having three Men put upon A's Deuce 
Point, let him have three Men upon A's Trois 
Point. 

Query, Who has the beſt of the Hit? 

Anſwer, A; becauſe the Ace and Trois Point 
are not ſo good for a Hit, as the Ace and Deuce 
Points in your Adverſary's Tables; for this Rea— 
ſon, becauſe when you are bearing your Men, 
you have the Deuce Point in your own Tables to 
play your Men upon, which often prevents your 
making a Blot, which muſt happen otherwiſe to 
your Averlary 4 ; and take Care to lay down Men 
to be hit as often as you can, in order to keep 
your Game backward, and for the ſame Reaſon 
avoid hitting wack Blots which your Advert! ary 
makes. 

. 
As a Caſe if Curiofity and Inſiruction. 
Let us ſuppoſe A has his 15 Men upon B's 
Ace Point, B is ſuppoſed to have his Barr Point, 
alſo his Size, Cinque, Quatre, and Trois Poirts 
in his own Tables, 

Query, How many Throws is A likely to take 
to bring his 15 Men into his own Tables, and to 
bear them ? 


Anſwer. You may undertake to do it in ſeyenty- 
five Throws. 


It is Odds in A's Favour his he 3 an Ace 
in two Throws; it is alſo Odds in A's Favour 
that he throws a Six in two Throws; when theſc 
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Events happen, A has a Probability of not want- 
ing above two or three Throws to play, till he 
has got all his fifteen Men into his own Tables : 
Therefore by a former Rule laid down to bring 
your Men home, and alſo for bearing your Men, 
you may be able to find out the Probability of the 
Number of Throws required. 


Note, B ſtands ſtill, and does not Oy.” 
V. 5 


A Caſe of Curioſity and Inj, 1 | 
here A and B ſhall play as faſt as uſual, 

and yet A ſhall make the lit laſt, probably, for 
many Hours. 

We will ſuppoſe B to have bore thirteen Men, 
and that A has taken up the two remaining Men. 

And let us ſuppoſe that A has his fifteen Men 
in B's Tables, viz. three Men upon his Size 
Point, three upon his Cinque Point, three upon 
his Quatre Point, three upon his Trois Point, 
two upon his Deuce Point, and one upon his Ace 
Point. 

The Method which A; is to take; 1 is this: Let 
him bring his fifteen Men home, by always ſe- 
curing ſix cloſe Points, till B has entered his two 
Men, and brought them upon any certain Point; 
as ſoon as B has gained that Point, A muſt open an 
Ace, Deuce, or Trois, or all three; which ef- 
fected, B hits one of them, and A taking Care to 
have two or three Men in B's Tables, is ready to 
hit that Man; and alſo, he being aſſured of taking 
up the other Man, has it in his Power to prolong 
the Hit to almoſt any Length, provided he takes 
Care not to open ſuch Points, as two Fours, two 
Fives, or two Sixes, but always to open the Ace, 
Deuce, or Trois Points for B to hit him. 


VI. 
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I would know what are the Odds upon two 


Dice, for throwing two Sixes, two Fives, or two 
Fours, in three Throws ? which, by mechanical 
Calculation, may be found thus: 


Anſwer, Suppoſing 36 Shillings to be the Stake 
depending, the Thrower will be entitled to have 


for his firſt Throw, — — 3 /hul. 
which deducted out of 36, remains 33; 
which divided again into 36 Parts, make 
ſo many eleven Pence, out of which the 
Thrower is to have 1 for his ſecond J. 4, 
Throw, — — 90 
The Remainder, 30 Shillings and q © 
Pence, is again to be divided into 36 Parts, 
dividing the 305. ſo, make ſo many ten 
Pence, and the 3 Pence divided into fo 
many Parts, make ſo many Thirds of Far- 
things, of which the Thrower is to have 


— — — 2 


3 Parts for his Share for his third Throw, 2 6 


Total for the Thrower, 3 


So that it is 27s. 8 d. to 85. 3d. againſt 
the Thrower which reduced into the ſmalleſt 
Number, is very nearly as 10 to 3, that two 
Sixes, two Fives, or two Fours, are not thrown 
in three Throws. . 
, SO - 
BACK-GAME. 
-Suppoſe A to have two Men upon his Size 


Point i in his own Tables, three Men upon his uſual 


Point out of his Tables, two Men upon the Point 
here his five Men are uſually placed in his Ad- 
N s Tables, five Men upon his Adverfary's 

Ace 


i 
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Ace Point, and three Men upon his Adverſary” Y 


Quatre Point. 

And let us ſuppoſe B to have two Men upon 
his Size Point in his own Tables, three Men upon 
his uſual Point out of his Tables, two Men upon 


the Point where his five Men are uſually placed 


in his Adverſary's 'Tables, five Men upon his Ad- 


. verſary's Ace Point, and three Men upon his Ad- 


verſary's Trois . 


Query. Who has the faireſt Chance to win the 
© {1 5 


Anſwer. A his: ; becauſe he is to play either 


an Ace, or a Deuce from his Adverſary's Ace 


Point, .in order to make both thoſe Points as Oc- 


caſion offers, and having the Quatre Point in his 


Adverſary's Tables, he may more eaſily bring 
| thoſe Men away, if he finds it neceſſary, and he 


will alſo have a reſting Place by the Conveniency 
of that Point, which at all Times in the Game 


_ will give him an Opportunity of running for the 


Hit, or ſtaying, if he thinks proper. Whereas B 


cannot ſo readily come from the Trois Point | in -- 


his 1 8 Tables. 


CHAP. IX. 
I. 


EIL 1 A and B place their Men in 


the following Manner for a Hit. | 
Suppoſe A to have three Men upon his Size 


Point in his own Tables, three Men upon the 


uſual Point out of his Tables, and nine Men pon 
his Adverſary's Ace, Deuce, and Trois Points, 


three Men to be placed upon each Point; and ſup- 


poſe B's Men to be placed in his own, and in his Ad- 
verſary's Tables, ar in the ſame Order and Manner. 
The 
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The Reſult is, that the beſt Player ought to 
win the Hit; and the Dice are to be thrown for; 


the Situation being perfectly equal i in A's and B's 
Game. 


If A throws firſt, let him endeavour to gain his 
Adverſary's Cinque Point; when that is effected, 
let him lay as many Blots as poſſible, to tempt B 


to hit him; for every Time that B hits them will 


be in A's Favour, becauſe it puts him backward, 
and let A take up none of B's Men for the ſame 
Reaſon. 


A is always to endeavour to take Care ti to have 


three Men upon each of his Adverſary's Ace and 


Deuce Points; becauſe when B makes a Blot, 


thoſe Points will remain ſecure, and by Recourſe 
had to a former Caſe (Numb. V. in the former 
Chapter) when A has bore five, ſix, or more Men, 
yet A may ſecure ſix cloſe Points out of his Ta- 

bles, in order to prevent B from getting his Man 


home, and by Recourſe had to the Calculations, 
he may eaſily find out (in Caſe he makes up his 


Tables) who has the better of the Hit; and if he 


finds that B is forwardeſt, he is then to endeavour 
to lay ſuch Blots to be taken up by his Adverſary, 


as may give him a Chance for taking up another 


Man, in Caſe B ſhould happen to have a Blot at 


home. 
Thoſe who play the foregoing Game well 
may be ranked 1 in the firſt Form. 
A (a of Cini ge ty. 
A and B play at 3 A has * 


thirteen Men and has two Men to 1 upon his 


Deuce Point, B has thirteen Men in his own Ta— 
bles with two Men to enter. 


And 
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And to name the Throws both for himſelf and A, 
but not to hit a Blot of either Side. 


Query, What Throws is B to name for both 


Parties in order to ſave his Gammon? 


Anſwer, B calls for himſelf two Aces, which 


enters his two Men upon A's Ace Point. B alſo 
calls two Aces for A, and conſequently A cannot 
either bear a Man, nor play one; then B calls for 


two Sixes for himſelf, and carries one Man home 
upon his Size Point in his own Tables, and the 


other he places upon his Adverſary's Barr Point: 
B alſo calls Size-Ace for A, fo that A has one 
Man left to bear, and then B calls for himſelf ei- 
ther two Sixes, two Fives, or two Fours, any of 


which bear a Man, in Cafe he has Men in bis 


own Tables upon thoſe Points, and { ſaves his 
Gammon. 
III. 
The following Queſtion is to be attended lo, 
as being critical and inſtructive. 


Suppoſe that both yours and your Adverſary' H 


Tables are made up. 


Alſo that you have one Man to carry home, 
but that he has two Men on your Barr Point to 


carry home, which lie in Wait to catch your Man, 
and that if you paſs him you are to win the Hit. 
Suppoſe alſo that you have it in your Choice to 


Run the Riſk of being hit, by ſeven, or by eight, 
both of which are Chances upon double Dice. 


Query, Which of theſe Chances is 1t beſt for 


you to venture? 


Anſwer, That of ſeven, , for the following "Po 
ſons : 


Firſt, becauſe that the Chances of being hit 


4 ſeven or by eight, e. 
Secondly, 
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Secondly, if he does not hit ſeven, you wil 
then have in your Favour twenty-three Chance; 
to thirteen, that by your next Throw you either 
hit him, or paſs beyond him. 

Thirdly, in Caſe your ſecond 'Throw ſhould 
happen to be under ſeven, and that conſequently 
you cannot hit him, yet you may play that Call 
at home, and conſequently leave the Blot upon 
double Dice. 

Whereas if, on the contrary, you had made 
Choice of leaving the Blot upon eight, you would 
have made a bad Choice, for the Reaſons follow 
in 

ict, becauſe the Chances for being hit by . 
ven, or by eight, are only equal. 

Secondly, Becauſe if you ſhould eſcape the be. 
ing hit by eight, yet you would then have but 
ſeventeen Chances in your Favour, againſt ninetcen 
for either hitting him, or paſſing SOFING him by 
your next Throw. 

Thirdly, in caſe your ſecond Throw ſhoull 
happen to be Size-Ace, which is ſhort of him, 
you would then be obliged to play the Man that 
is out of your Tables, not being able to play the 
Six at home, and conſequently to leave a Blot to 
be hit by a ſingle (or flat) Dye ; which Event, 
upon Suppoſition that you play for eighteen Shi 
lings a Game, it would entitle him to eleven 


Shillings of the whole Stake depending. 
| The LAWS of Back-GAMMON. 
Iſt, J F you take a Man from any Point, tba 


Man muſt be played, the ſame mult be 


done if two Men are taken from 1 It. | 
20) 


you | 
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2d, Vou are not underſtood to have played any 
Man, till you have placed him upon a Point and 
quitted him. 

3d, If you play with fourteen Men only, there 
is no Penalty attending it, becauſe by playing 
with a leſſer Number than you are entitled to, 
you play to a Diſadvantage, by not having the 
additional Man to make up your Tables. 

4th, If you bear any Number of Men, before 
you entered a Man taken up, and which conſe- 
quently you was obliged to enter, ſuch Men ſo 
borne, muſt be entered again in your Adverſary's 
Tables, as well as the Man taken up. 
th, If you have miſtaken your Ti hrow, and 
play'd it, and if your Adverſary has thrown, it is 
not in your or his Choice to alter i it, unleſs both 
Parties agree to it. 
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CHAP. 1: 
General RULES for playing at Piu Er. 
4 1. 
OU are to play by the Stages of your 
Game; what is meant by them is, that 
when you are backwards in the Game, or behind 
vour Adverſary, you are to play a puſhing Game, 
otherwiſe you are to make tx.enty-ſeven Points 
elder Hand, and thirteen Points younger Hand 
and you are always to compare your Game with 
your Adverſary's, and diſcard accordingly. 

II. You are to diſcard in Expectation of win- 
ning the Cards, which is go eſſential a Part of the 
Game, that it generally makes twenty-two or 
twenty-three Points Difference ; therefore you are 
not to diſcard for low Quatorze, ſuch as three 
| | Queens, three Knaves, or three Tens, becauſe in 

any of theſe Caſes, the Odds are three to one, 
Flder-hand, that you do not ſucceed, and ſeven- 
teen to three younger Hand; for let us ſuppoſe 
F you ſhould go for a Quatorze of Qeens, Knaves 
or Tens, and throw out an Ace or a King, by fo 
q doing you run the Riſk of loſing above twenty 
94 Points 
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Points in Expectation of winning fourteen 
Peints. 

HI. At the Beginning of a party you are to play 
to make your Game, which is twenty-ſeven Points 
elder Hand, and thirteen Points younger Hand : 
Therefore ſuppoſe you are elder Hand, and that 
you have a Terce- major and the ſeven of any Suit, 


8 TIVC 3 VO DL 7 eie AK C 4 Ard Ol 


of any four certain Cards; therefore ſuppoſe you 


ſhould have three Queens, three Knaves, or three 
Tens, you are in this Caſe to diſcard one of them 


preferably to the Seven of ſuch a Suit, becauſe it 


is three to one that you do not take in any one cer- 
tain Card elder Hand to make you a Quatorze, 


and conſequently you diſcard the Seven of ſuch 


Suit to a great Diſadvantage. | 
IV. If your Adverſary 1s greatly before you in 


the Game, the Conſideration of winning the Cards 
muſt be put quite out of the Queſtion : therefore 


ſuppoſe you ſhould have a Quart to a Queen, or 


a Quart to a Knave; in which Caſe it is only 


about five to four, being elder Hand, but that you 


take in a Card to make you a Quint, and about 
three to one but that you take in a Queen, a Knave, 


or Ten, and ſhould you have three of either dealt 
to you, it is good Play to make make a Puſh for 


the Game, particularly if it is ſo far advanced as 
to give you but little Chance for it in another 


Deal; and in this, and other Caſes, you may 


have Recourſe to the Calculations aſcertaining the 
Odds. 
V. To gain the point, generally makes ten 
Points Difference; therefore when you diſcard, 
you muſt endeavour to gain it, but not riſk the 


lohng of the Cards by ſo doing. 
Vl. The 


A Treatiſe on Pi p Er. 129 


VI. The Saving of your Lurch, or the Lurching 
of your Adverſary, is ſo material, that you ought 
always to riſk ſome Points to accompliſh either 
of them. 

VII. If you have fix Tricks with any winning 
Card in your Hand, never fail playing that Card, 
becauſe at leaſt you play eleven Points to one 
againſt yourſelf 15 ſo doing, unleſs in Play you 


VIII. If you are | Seady advanced in the Game, 
as ſuppofe you are eighty to fifty, in that Caſe 
it is your Intereſt to let your Adverſary gain two 
Points for your one as often as you can, eſpe- 

cially if the next Deal you are to be elder Hand; 
but if on the contrary, you are to be younger 
Hand, and are eighty-fix to fifty or ſixty, never 
regard the loſing two or three Points for the gain- 
ing of one; becauſe that Point brings you within 
your Shew. _ 0 

IX. The younger Hand is to play upon the 
defenſive; therefore, in order to make his thir- 
teen Points, he is to carry Terces, Quarts, and 
eſpecially to ſtrive for the Point: but ſuppoſe 
him to have two Terces from a King, Queen, 
or Knave, as it is twenty-nine to twenty- eight 
that he ſucceeds, he having in that Caſe four 
certain Cards to take in to make him a Quart to 
either of them, and perhaps, thereby ſave a 
Pique, &c. he ought preferably to go for that 
which he has the moſt Chance to ſucceed in: 
But if inſtead of this Method of Plav, he has 
three Queens, Knaves, or Tens, and ſhould at- 
tempt to carry any of them preferably to the 
others „ the Odds that he does not ſuceged being 

ä ſeventeen. 


diſcover what 8 5 out. 
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ſeventeen to three againſt him, he conſequently 
_ diſcards to a great Diſadvantage. 

X. The elder or younger Hand, is ſometimes 
to ſink one of his Points, a Terce, or three 
Kings, Queens, Knaves, or Tens, in Hopes of 
winning the Cards, but that is to be done with 
Judgment, and without heſitating. 

XI. It is often good Play for a younger Hand 
not to call three Queens, Knaves, &Cc. and to 
ſink one Card of his Point, which his Adverſary 
may ſuppoſe to be a Guard to a King or Queen. 


XII. The younger Hand having the Cards 
equally dealt him, is not to take in any Card if 


thereby he runs the Riſk of loſing them, unleſs 
he is very backward in the Game, and has then 
a Scheme for a great Game. 


XIII. If the younger Hand has a probability | 


of {aving or winning the Cards by a deep Dif- 
card: As for Example; Suppoſe he ſhould have 
the King, Queen, and Nine of a Suit, or 
the King, Knave, and Nine of a Suit; in this 
Caſe he may diſcard either of thoſe Suits, with 
a moral Certainty of not being attacked in them, 
and the Odds that he does not take in the Ace 
of either of thoſe Suits being againſt him, it is 


not worth his while to diſcard otherwiſe in Ex- 


pedctation of ſucceeding. 

XIV. The younger Hand having three PO 
dealt him, it 1s generally his beſt Play to throw 
out the fourth Suit. 

XV. The younger Hand | is generally to carry 
Guards to his Queen-Suits, in order to make 
Points, and to fave the Cards. 

XVI. When the younger Hand obſerves that 
the elder Hand, by calling his Point, has five 
Cards which will make five Tricks in Play, and 


may 
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may have the Ace and Queen of another Suit, he 
ſhould throw away the Guard to that King, 
eſpecially if he has put out one of that Suit, 
which will give him an even Chance of ſaving 
the Cards. 

XVII. If the elder Hand has a Quart to a 
King dealt him, with three Kings and three 
Queens (including the King to his Quart) and 
that he is obliged to diſcard, either one of his 


Quart to the So or to diſcard a King or Queen. 


Query. Which is þeſt for him to diſcard ? 

Anſwer. 'The Chance for taking in the Ace or 
Nine to his Quart to a King, being one out of 
two certain Cards, is exactly equal to the taking 


either a King or a Queen, having three of each 


dealt him; therefore he is to diſcard in ſuch a 
Manner as gives him the faireſt Probability of 
winning the Cards. 

The foregoing Caſe may be a general Direc- 
tion to diſcard in all Cafes of the like Nature, 
either for the elder or younger Hand. 

XVIII. Suppole the elder Hand has taken in 


his five Cards, and that he has the Ace, King, 


and Knave of a Suit, having diſcarded two of 
that Suit : he has alſo the Ace, King, Knave, 
and two ſmall Cards of another but no win- 
ning Cards in the other Suits. 


Query. Which of theſe Suits is he to 1 


from, in order to have the faireſt Chance of 
winning, or ſaving the Cards? 
Anſwer. He is always to play from the Suit of 
which he has the feweſt in Number; becauſe, if 
be finds his Adverfary guarded there, the Poſſibi- 
 hity is in his Favour that he is unguarded in the 
| other Suit; and ſnould he play from the Suit of 
„„ 
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which he has the moſt in Number, and finds his 


Adverſary's Queen guarded, in that Caſe he has 
no Chance to ſave or, win the Cards. 


XIX. If the elder Hand is ſure to make the 
Cards equal, by playing them in any particular 


Manner, and is advanced before his Adverſary in 
the Game, he is not to riſk the loſing of them; 


but if his Adverſary is greatly before him, in 
that Caſe it is his Intereſt to riſk the loſing of 
the Cards, in 9 of winning them. 


„„ 


Particular RuLrs and CASES. 


I. OUPPOSE you are elder, Hand, and that 

you have dealt you a Quart-major, with 
the Seven and Eight of Clubs, the King and 
Ten of Diamonds, the King and Nine of Hearts, 


with the Ten and Nine of Spades. 

Query. Whether you are to leave a Card, by 
carrying the Quart-major and two more of the 
ſame Suit for the Point with two other Kings; or 
to throw out one Card of your Point? 

Anſwer. If you throw out one Card of your 
Point, there 1s a Poſſibility that you reckon only 
five Points, and that your Adverſary may win 
the Cards, by which Event he gets eleven Points, 


| beſides his three Aces, &c. which gives you a 


bad Chance for the Game: But by leaving a 
Card, and admitting that one Card of Conſe- 
quence lies in the five Cards which you are in- 
titled to take in, it follows, that you have four 


Chances to one againſt leaving that Card, and 


conſequently it is your Intereſt to leave a Card; 
the Odds are alſo greatly in your Favour, that 
you 
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you take in ſome one of the following Cards in 


four Cards, viz. there are two to your Point, 
three Aces, and one King. 


II. If you ſhould happen to have the Ace, 


King, and four ſmall Cards of any Suit, with 
two other Kings, and no great Suits againſt you, 
the like Method of the former Caſe may be 
practiſed. 

III. Suppoſe you ſhould hows the King, 1 omny 


and four of the ſmalleſt Clubs, the King and 


Queen of Diamonds, the Ace and Knave of 
Hearts, and King and Nine of Spades. 

Query. How are you to diſcard, with a Pro- 
bability of making the moſt Points! 3 


Anſwer. You are to throw out the Queen | 


and four ſmall Clubs, and to carry three entire 


Suits, with the King of Clubs ; for this Reaſon, 
| becauſe the Chance for your taking in the fourth 


King, is exactly the ſame as the Chance of 
taking in the Ace of Clubs; in either of which 
Caſes it is three to one againſt you: But if you 
fail of taking in the fourth King, by diſcarding 
thus, you have a fair Chance to win the Cards, 


which will probably make twenty-two Points 


Difference. But ſhould you diſcard with an Ex- 
pectation of taking in the Ace of Clubs, and 
ſhould happen to fail, you being obliged to throw 
out ſome of your great. Cards, you would have 
a very diſtant Chance of either ſaving or winning 
the Cards. 

IV. Suppoſe you ſhould have the King and 
Queen of Clubs, a Terce-major in Diamonds, 
Queen and Knave of Hearts, and a Quint from 
the Knave in Spades. 

Query. 
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Query. How are you to diſcard with a Proba- 


bility of making the moſt Points? 
Anſwer. You are to throw out the Quint to a 


Knave in Spades, in order to make the moſt 


Points ; becauſe, let us admit that your Quini 
is good for every Thing after you have taken in, 
you in that Caſe 'only ſcore nineteen Points, if 
you carry it, and you probably give the Cards 
up, and alſo the Chance of a Quatorze of Queens, 
beſides a great Number of Points in Play; and 
conſequently, by carrying the Quint, you would 
diſcard to a great Diſadvantage. 

V. Suppoſe you have the King, Queen, Seven, 
Eight, and Nine of Clubs; ; the Queen and Krave 


of Diamonds; the Queen, Ten, and Nine of 


Hearts, with the Ace and Nine of Spades. 
Query. How are you to diſcard? 
| Anſwer. You are to diſcard the King, Seven, 
Fight, and Nine of Clubs, and the Nine of Spades, 
by which Means you do not only go for three 
Suits, but you have the ſame Chance for taking 


in the fourth Queen as vou would have to tale Jas . 


the Ace of Clubs: Beſides, the Probability of 


winning the Cards is greatly in your Favour by 


this Method of diſcarding. 

VI. Suppoſe you have the Queen, Ten, Nine, 
Eight, and Seven of Clubs; the Knave and Ten 
of Diamonds; the King, Queen, and Knave of 
Hearts, with the Ace = Nine of Spades. 
Query, How are you to diſcard ? | 


Anſwer. You are diſcard the five Clubs; 


becauſe it is three to one that you do not take in 
the Knave of Clube, and the carrying three 
entire Suits gives you a fairer Chance to ſcore 
more Points. 


VII. 
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VII. Suppoſe you have the Ace, Queen, and 
Knave of Clubs; the King, Queen, and Knave 
of Diamonds; the Queen and Knave of Hearts, 
with the Ten, Nine, Eight, and Seven of Spades. 
Query. How. are you to diſcard ? 
Anſwer. Vou are to diſcard the Ace of Clubs 


and the four of Spades, becauſe it is only five to 


four but that you take in a Queen or a Knave: 
It is alſo about three to two that you take in an 
Ace; You have alſo three Cards to your Terce 


to a King to take in, viz. the Ace and Ten, or 
the Ten and Nine, to make-you a Quint; all 
which Circumſtances conſidered, you have a 
fair Probability of making a great Game; whereas 
if you ſhould leave a Card, by throwing out the 
four of Spades only, you run the Riſk of leaving 


| one of the following Cards, viz. the King of 


Clubs, the Ace of Diamonds, the Ace, Queen, 


or Knave of Spades; in any of which Caſes you 


would probably loſe more Points than by throw- | 


ing out the Ace of Clubs; and if you ſhould 
carry two Suits, viz. three Clubs, three Dia- 


monds, and the Queen of Hearts, you run the 


Riſk of putting out fourteen Points; and it is 


only five to four againſt your taking in a Queen 
or a Knave, and therefore you would diſcard o 


a great Diſadvantage. 
VIII. Suppoſe you have the King, Queen, 


and Ten of a Suit, and that your Adverſary has 
the Ace, Knave, and one ſmall Card of that Suit; 


and that you have only thoſe three Cards left, 
and you are to make three Points of them. 

Query. What Cards are you to play ? 
Anſwer. You are to play the Ten. 1 
IX. 
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IX. Suppoſe you have the Ace, Queen, Ten, 


and Nine of Clubs; alſo the King, Queen, Ten, 
and Nine of Diamonds. | 


Query. Which of theſe Suits are you to carry, 


in order to have the faireſt Probability of ſcoring 1 


the greateſt Number of Points? 
Anſwer. You are to carry the King, Queen, 


Ten, and Nine of Diamonds, becauſe the Chance 


of taking in the Ace of Diamonds is exactly 


equal to that of taking in the King of Clubs; 


and alſo the Chance of taking in the Knave of 
Diamonds is equal to that of taking in the Knave 


of Clubs; by which Manner of diſcarding, 
you have a Probability of ſcoring fifteen Points 


for your Quint in Diamonds inſtead of four Points 


for the Quart in Clubs, and the Chance for win- 


ning in Cards is better, becauſe by taking in the Ace 


of Diamonds you have ſeven 'Tricks certain, which 
cannot happen by taking in the King of Clubs. 
X. Suppoſe you have four Aces, and two 


| Kings dealt you younger Hand, in order to capot 


the elder Hand, you are to make a deep Diſcard, 
ſuch as the Queen, Ten, and eight of a Suit; by 
which Means, if you happen not to take in any 
Card to ſuch Suit, you may probably capot the 
Adyverſary. 


Xl. Suppoſe, elder Hand, that you have the 


Ace, Queen, Seven, Eight nnd Nine of Clubs; 


alſo the Ace, Knave, Seven, Eight and Nine of 


Diamonds. 


Query. Which Suit are you to carry, „in order 


to make AT moſt Points ? 
Anſwer. You are to carry theAce, Knave, Seven, 


Fight, and Nine of Diamonds, becauſe the Chance 


of taking in the King of Diamonds is equal to 
the 
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the Chance of taking in of the King of Clubs, 
and conſequently as good for winning the Cards ; 
but you have the Chance of taking in the 
Ten of Diamonds to make you fifteen Points, 
which Event cannot happen by taking in any one 
certain Card in Clubs. 

XII. Suppoſe, elder Hand, that you have the 
Ace, Queen, Seven, Eight, and Ten of Clubs; 
alſo the Ace, Knave, VE: Eight, and Ten 
of Diamonds. 

Query. Which Sait 4 15 beſt to carry ? 

Anſwer. You are to carry the Ace, Knave, 
Seven, Eight, and Ten of Diamonds, becauſe 
the Chance of taking in the King of Diamonds 
is equal to the Chance of taking in the King of 
Clubs, and conſequently as good for winning the 

Cards; but you have an additional Chance of 
taking in the Nine of Diamonds to make you 
fifteen Points, which Event cannot happen by 
taking in any one certain Card in Clubs, 

XIII. Suppoſe you have the Ace, Queen, 
Ten, and two more of a Suit; alſo the Ace, 
Queen, and Ten of another Suit only. And let 
us ſuppoſe, that your Adverſary has ſhewn fix 
Cards for his Point; ſuppoſe the Ace, Queen, 
and four ſmall ones ; and ſuppoſe you are guard- 
ed in that Suit; as ſoon as you have the Lead, 
you are to play from the Suit of which you have 
the feweſt in Number, becauſe if he is guarded 
in that Suit, he is probably unguarded in the 
other Suit; but ſhould you begin with the Suit 
of which you have the moſt in Number, if he 
happens to be guarded there, you have then no 
Chance to win the Cards; which may prove 
otherwiſe, if you begin with the Suit of which 

you 
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you have the feweſt in Number. If he is guard- 
ed in both Suits, you have no Chance to win 


the Cards. 
C H A P. III. 


Some Computations, directing with moral. Certainty 


how to diſcard well any Hand. 
| 1 HE Chance of an elder Hand's taking 


in one certain Card is 3 to 1 againſt him. 
II. That of his taking in two certain Cards i is 
18 to 1 againſt him 
TH. I would know what are the Odds that an 
elder Hand takes in four Aces? 


Anſwer. 'T hat he takes 3 againſt VIDE for him. 


8 4 Aces 15 - - t 
At leaſt 3 of them is about 7 
a them 3 to I 
r of them 2 10 


IV. If an eller Hand has one Ace dealt him, 


what are the Odds that he takes in the other 
three ? 5 
Anſwer. That he takes againſt him. for him. 
in the 3 Aces - - - - - - „ 
At leaſt 2 of them about 6 i 4- 
> I of them 2 10 3 
V. If an elder Hand has two e dealt him, 


what are the Odds that he takes in the other two? 


Anſwer. That he takes againſt him. for him. 
in the other 2 Aces 1s - - -48-. 140 tx 
At leaſt 1 of them is = 
near 5 to 4 againſt nim, 5 21 to 1 
VTV 

VI. * caſe the 3 Hand has two PV and 
two Kings dealt him, what are th2 Gdds, that 


he 


in 
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| he takes in either the two Aces or two Kings 
remaining ? 


ne, | TE him, for him. 
Anſwer. It 1s about 17.0 2 


VII. Elder Hand having neither Ace nor King 


dealt him, what is his Chance to take in both an 


Ace and a King in 2, 3, 4, or 5 Cards? 


againſt him. for him, 
Anſwer. In 2 Cards is about i 63 - 


In 3 Cards 4 40 1 
In 4 Cards . 
In 5 Cards $3 16:31 


VIII. What are the Odds 15 a younger 


Hand takes 1 in two certain Cards ? 
againſt him. for him, 
"Anſwer: Mn = 03-40 - 1 
What are the Odds that a younger Hand takes 
in three certain Cards: 


| inf bis 1 for him. 
Anſwer. -- 1130 £0: 1 


IX. The younger Hand having no Ace dealt 
him, what 8 has he for his taking one? 


. againſt him. for him. 
Anſwer. It is 40 29 


e younger Hand has one Ace dealt 
him, what are the Odds of his taking one or two 
of the three remaining Aces? 
Anſwer. That he 1 againſt him, for him. 
in two of them is about n 
At leaſt one of them 2-1-2 
XI. What are the Odds that the younger 
Hand takes in one certain Card? 


Anſwer. That he does 4 againft him, for him. 


not take it in, is . 


What is the Odds of a Quart-Blanch? | 


againſt him, for him, 


Anſwer. 1191 to 1 
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An Ex LANAT IO N ud APPLICATION of the | 
foregoing CALCULATIONS, 


I. S by the firſt Calculation it is three to 
one, that being elder Hand, you do not 
take in one certain Card; you have, therefore, 


a better Chance of advancing your Game, by 
carrying two Suits for Points and the Cards, than 
by aiming at Quatorze of — Knaves, or 


Tens. 
II. Second Calculation; to who | in two certain 
Cards elder Hand, is eighteen to one againſt you. 
Therefore ſuppoſe you have a Quart-major, 
and two other Aces dealt you, the Odds that you 
do not take in the Ten to your Quart-major, and 
the other Ace, is eighteen to one againſt you; 
but that you take in one of them, is only twenty- 
one to ſeventeen againſt you. And ſuppoſe you 
have three Aces and three Kings dealt you, the 
Odds are eighteen to one againſt you, raking in 
the other Ace and the other King ; yet it is not 
much above five to four but that you take in one 
of them. This Example ſhews, how you are to 
diſcard in Caſes of the like Nature. | 
III. The Odds of taking 1 in four certain Cards, 
as four Aces, &c. being nine hundred and ſixty- 
eight to one by the third Calculation, is ſo great 
aà Chance of not ſucceeding, that it is ſcarce 
worth further Notioe. 
But to take in three Cards out of any four 
certain Cards, elder Hand, is only thirty-three 
to one againſt you. 


EXAMPLE. 
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EXAMPLE. 


Suppoſe you have two Aces and two Kings 
dealt you, the Odds of taking three of them out 
of four certain Cards, ſuch as two Kings and 
one Ace, or two Aces and a King, are 18 thirty 
three to one againſt you. 

But ſuppoſe you ſhould want to ta 
two out of four certain Cards, ſuch as the Queen 
of Clubs, the Ten of Diamonds, the Ace of 
Spades, and Knave of Hearts, being elder Hand, 
it appears by the Calculation to be three to one 
againſt you; and the Odds are the fame for any 
two out of four certain Cards. 

But if, being elder Hand, you only v want one 
Card out of four, the Odds are five to two in 
your Favour, that you take it in. Therefore, if 
you have four Tens, or any inferior Quatorze 
dealt you, and no Ace, it is great Odds in your 
Favour that, being elder Hand, you take in one 
Ace, and ought to play your Game accordingly. 
But you muſt always conſider the Diſadvantage 
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either of loſing the Cards, or even the Riſk of a 
Capot which you run the Hazard of, by ſpoiling 
your Hand, with keeping four Tens when they 
are not good. 
IV. By the fourth Calculation; if you have 
one Ace dealt you, it is one hundred and thirteen 
to one, that you do not take in the three others; 
forty- nine to eight, or about fix to one, that you 
do not take in two out of the three; but that 
you take in one out of the three, is about three 
to two in your Favour, or one hundred and thirty- 
ſeven to ninety one. 
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As for Ex AMPLE. 

You have a Quart from a King, and two 

Kings more dealt you, as it is three to two that 

you take in either Ace or Nine to your Quart to 

the King, or the fourth King, as you have the 


Chance of reck'ning fourteen or fifteen Points by 

this Method of diſcarding: You: ought to play 

accordingly, and this Method ſhews you how to 
play any Hand of the like Sort. 

But if you ſhould diſcard, with an Expecta- | 


tion of taking in two Cards out of three certain 
Cards, the Odds againſt ſuch an Event being 


above ſix to one; your Game muſt indeed be 


very deſperate, if you attempt to diſcard to that 


Purpoſe. 'The Chance of taking in three certain 
Cards being one hundred and thirteen to one, 1s 
a very diſtant Chance, yet even ſuch does hap- 


pen ſometimes, but ought never to be ventured 


upon, but when a Man has no other Reſource | Ty 
the Game. 


V. 'The fifth 88 is, that if you have 


two Aces dealt you, it is eighteen to one that you 


do not take in the two other Aces; but only 


ſeventeen to twenty - one that you take in one of 
them : Let us illuſtrate the Uſe of this by an Ex- 
ample; ſuppoſe you have a Quart-major dealt 
you, and a Quart to a King, and that you are 
greatly behind your Adverſary in the Game: To 


| take in the Ten to your Quart-major | is three to 
one againſt you; but to take in the Ace or Nine 


to your Quart to the King, is only about five to 
four againſt you. 

Alſo by the ſame Rule, ſuppoſe you have tines 

Kings and three Queens dealt you, the Odds of 

your 9 in both a King and a Queen are 

eighteen 
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eighteen to one againſt you; but that of your 
taking one of them, 1s only five to four againſt 

ou. 


All other Caſes of the like Nature may be diſ- 


carded by this Method of Calculation. 
VI. As, by the ſixth Calculation, it is ſeven- 
teen t 

Cards out of four, ſuch as two Kings, two 
Queens, &c. You muſt not, therefore, con- 
found this with the third Calculation, where the 
Odds are not above three to one that you take 1 in 
two Cards out of the four. 

VII. Having neither an Ace nor a King teat 
you, what are the Odds of your taking in both 
an Ace and a King in two, in three, 1 in four, or 

in five Cards? 
= Anſwer. To take in an Ace and a Ki 


againſt you, for you, 


In 2 Cards is about 3 1 
In 3 Cards EY 0 
In 4 Cards & 16x 
In 5 Cards 33 t 31 


You may obſerve, by the foregoing Calcula- 
tion, what are the Odds of taking in two, three, 
four, or five Cards out of any eight certain Cards, 
and conſequently diſcard to the greateſt Advan- 
tage. 

The foregoing Calculation on either for the 
_ elder or younger Hand. 
EXAMPLE. 


Let us ſuppoſe the younger Hand to Cs two 


Quatorzes againſt him, he may obſerve that it is 

not above four to one but that he takes in one of 

each of them. The like Rule may ſerve for any 
other eight certain Cards. 


VIII. 
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VIII. As by the eighth Calculation it is ſixty- 
two to one that the younger Hand does not take 
in two certain Cards, which Event happening, 
he ought not therefore to run the Hazard of ſo 
great a Chance, but when his Game is deſperate, 


and does not promiſe him another Deal. 


IX. By the ninth Calculation, as it is twenty- 
nine to twenty-eight.that che younger Hand takes 
in one Ace, having none dealt him: The Calcu- 
lation is the ſame for any Card out of four certain 


Cards. 
As for EXAMPLE. 


Suppoſe you have two Quarts dealt you from 
the King or Queen of any Suit, it is the ſame 
Odds of twenty-nine to twenty-eight, but that 
you take in a Card to make one of them a Quint, 


and therefore you are to diſcard accordingly. 

As alſo, that you take in either Ace, King, 
Queen, Knave, of any one Suit, when a Fique 
or a Repique is againſt you. 

X. The Tenth Calculation is, that if the 


younger Hand has one Ace dealt him, it is twen- 


ty one to one that he does not take in two Aces, 
and about three to two that he does not take in 


one of them; which Calculation holds good in 
the taking in any three other certain Cards. 
Therefore for Example, let us ſuppoſe, that as 


it 1s but three to two againſt. the younger Hand's 


taking one Card out of three to ſave a Pique, or 
a Repique, it would generally be reckoned good 


Play either to throw one from his Point, or diſ- 


card a King, &c. for the Event of ſuch a 


Chance. 
XI. By the eleventh 8 it is ſeventeen 
to three younger Hand, againſt your taking in 
| any 
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any one. certain Card; therefore, the Odds of 
not ſucceeding in this Caſe are ſo greatly againſt 
you, that it ought not to be attempted, eſpe- 

. cially if the winning or ſaving the Cards is riſked 
od ſo doing, except in deſperate Caſes. 


No = K+: Va 


CASES of CurtosrrTy end INSTRUCTION. 
I. GUPPOSE you are younger Hand, and 


that you have the Queen, Knave, Seven, 


Fight, and Nine of Clubs; alſo the Seven and 
Eight of Diamonds, the Seven of Hearts, and 
the Ten, Nine, Eight and Seven of Spades ö and 


that the elder Hand has left a Card: 


Query. How are you to diſcard, to put it in 


the Power of the Cards to repique the elder Hand? 
Anſwer. You are to carry the five Clubs and 
the four Spades, and to leave a Card; and by 
|. taking in the Ace, King, and Ten of Clubs, you 
| repique your Adverſary. 

II. Suppoſe you have eight Clubs, the Ace 


| the Ace of Spades : 

| Query. Whether you repique the younger 
Hand, or not? 

5 Anſwer. The younger Hand may have a Quart- 
blanche, by having three Quarts from a Ten, 
which reckons firſt ; and therefore he 1s not re- 
f piqued. 

III. What is the higheſt Number to be made 
of a Pique? 

> Anſwer. Eighty-two Points. 


What are the Cards which compoſe chat 


. | Number | ? 


H 5 Aer. | 


and King of Diamonds, the Ace of Hearts, and 
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Anſwer. A Quart-major in Clubs, a Quart- 


major in Diamonds, Ace, King, and Ten of 


Hearts, with the Ace of Spades. | 

This is only upon Suppoſition that the Quart- 
major is good for every thing. 

IV. What is the higheſt Number to be made 
of a Repique and Capot ? 

Anfwer. A hundred and feventy Points. 

What are the Cards which compoſe that 


| Number ? 


Anſwer. 'The four T erce-majors, which arc 


ſuppoſed to be good for every thing. 


Suppoſe you are elder Hand and that you 
want eight Points of the Game, and that the 


younger Hand wants twenty-three Points ; and 


ſuppoſe you have dealt you the Ace, King and 


Queen of Clubs; the Ace, King, and Ten of 
Diamonds ; the Ace, Knave and Nine of Hearts; 
the 3 Nine, and Seven of Spades: 


Query. How are you to diſcard to prevent any 


Poſſibility of the younger Hand's making twenty- 


three Points, and he is not to reckon a Carte- 
blanche? 

Anſwer, You are to diſcard the Eing and 
Queen of Clubs, and the Knave, Nine, and 
Se ven of Spades; by which Method of diſcard- 
ing you are certain to make eight Points, before 
the younger Hand can make twenty-three Points. 

VI. Suppoſe you have the Ace, Queen, and 
Knave of Clubs, with the King 


Diamonds; and ſuppoſe your Adverfary has the 
Ace, Queen and Knave of Diamonds, and the 
King and Ten of Clubs, your Adverfary being 
to lead, is to make five Points, or to loſe the 
Game. | . 


Quer 


and Ten of 


, 
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Query. How ſhall 8 play to prevent him 
from making five Points? 

Anſwer. When he plays his Ace of Clubs, you 
are to play your King of Clubs; by which Means 
he can make only four Points. 

VII. A and B play a Partie at Piquet. 

They are one Game each of the Partie. 

A has it in his Power to win a ſecond Game; 
but then he is younger Hand at the Beginning of | 
the next Game. 

A has it alſo in his Power to reckon only nine- 
ty-nine Points of the ſecond Game, and Bi is to 
be ſeventy; ; 

Query. Whether it is As Intereſt to win the 
ſecond Game or not ? 

Anſwer. It is A's Intereſt to win the ſecond 
Game, in the Proportion of fourteen to thirteen 
in his Favour. 


CHART MM 


Some CompuTATIONS for laying Money at f the 
Game at Piquet. 


I. r is five to four that the eldeſt Hand win 
the Game. 
II. It is about two to one that the eldeſt Hand 
does not lurch the younger Hand. 
III. It is near four to one that the younger 


Hand does not lurch the elder Hand. 


Suppoſe A and B nale a Partie at Planet. 
I. A has the Hand; what's the Odds that A 


wins the Partie ? 
Anſwer. It is about twenty-three to twenty. 
— H 2 II. 
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II. If A has one Game, and B one Game, he 
who 1s eldeſt Hand has above five to tour to win 
the Partie. 

III. If A has two Games Love, before they 
cut for the Deal, the Odds are above four to 
one that he wins the Fare: -- 


IV. If A has two Games Love, and A has the 


Hand, the Odds are about five to one that he 
wins the Partie. 

V. If B has the hand, when A is two Love, 
the Odds in Favour of A are about three and a 
half to one. 


VI. If A has two Games, and B one, before 


they cut, the Odds in Favour of A are above 
two to one. 

VII. If A has the Hand and two Games to 
one, the Odds are about eleven to four. 

VIII. If B has the Hand, when A is two 
Games to one, the Odds i in Favour of A is about 
nine to five. 

IX. If A is one Game Love, and elder Hand, 
the Odds in Favour of A 1s about ſeventeen to 
ſeven. 


X. If A is one Game Love, and younger 


Hand; the Odds in Favour of A is about two 
to one. RED 
. 
Laws of the Game at Piquet. 


1 H E elder Hand is obliged to lay out one 


+ ES 
II. If the elder Hand ARE in one of the three 


Cards which belongs to, the younger Hand, he 


loſes the Game. : 
"Tt; 
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III. If the elder Hand, in taking his five Cards, 
ſhould happen to turn up a Card belonging to 


the younger Hand, he 1s to reckon nothing that 


Deal. 

IV. If the elder or younger Hand play with 
thirteen Cards, he counts nothing. 

V. If the elder Hand has thirteen Cards dealt 
him, it is in his Option whether he will ſtand 
the Deal or not; and if he chuſes to ſtand the 
Deal, he is to diſcover it, and to diſcard five 
Cards, and to take in four only. 
VL. If the elder or younger Hand reckons what 
they have not, they count nothing. 

VII. If the elder Hand touches the Stock after 
he has diſcarded, he cannot alter his Diſcard. 

VIII. If a Card is faced, and it happens to be 


diſcovered either in dealing or in the Stock, there 


muſt be a new Deal, unleſs it be the bottom 
„„ 

IX. If the Dealer turns up a Card ; in dealing, | 
belonging to the elder Hand, it is in the Option 
of the elder Hand to have a new Deal. 

X. If the younger Hard takes five Cards, it is 


the Loſs of the Game, unleſs the elder Hand has 


left two Cards. 
XI. If the elder Hand calls forty- one for his 
Point, which happens to be a Quart-major, and 


is allowed to be good, and only reckons four for 


it, and plays away, in this Caſe he is not in- 
titled to count more. 

XII. If the elder Hand ſhews a Point, or Quart, 
vr Terce, and aſks if they are good, and after- 
wards forgets to reckon any of them, it bars the 


younger Hand from reckoning any of equal Value. 


yy XIII. 
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XIII. Carte-blanche counts firſt, and conſe- 
quently ſaves Piques and Repiques : It alſo piques 
and repiques the Adverſary in the ſame Manner, 
as if thoſe Points were reckoned in any other Way. 

XIV. Carte-blanche reckons before any thing 
elſe; but need not be ſhewn till the erer, 
has firſt diſcarded; only if you are eldeſt Hand, you 
muſt bid the younger Hand to diſcard for Carte- 
blanche; which after he has done, you ſhew 


your Blanche by continuing your Cards down 


one after another. | 
XV. You are to cut two Cards at the leah. 
XVI. If you call a Point, and do not ſhew it, 


you reckon nothing for it ; and the younger 


Hand may ſhew and reckon his Point. 


XVII. If you play with eleven Cards, or fewer, | 


no Penalty attends 11. 


XVIII. If the elder Hand are a Card, and 


after he has taken in, he happens to put to his 


| Diſcard the four Cards taken in, they muſt re- 


main with his Diſcard, and he only play with 
eight Cards, viz. thats. added to his Diſcard. 
XIX. If the younger Hand leaves a Card or 
Cards, and mixes it with his Diſcard before he 
has ſhewn 1t to the elder Hand, who is firſt to 
tell him what he will play, the elder Hand is 
entitled to ſee his whole Diſcard. 


XX. If the younger Hand leaves a Card or 


Cards, and does not ſee them, nor mixes them 


to his Diſcard, the eldeſt Hand has no Right to 
ſee them; but then they muſt remain ſeparate | 
whilſt the Cards are playing, and the young? 
Hand cannot look at them neither all that while. 


XXI. If the younger Hand leaves a Card or 
an. and looks at them, the elder hand is 
intitled 
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intitled to ſee them, firſt declaring what Suit he 
will lead. 


XXII. The Dealer deals a Card too many or 


too few, it is in the Option of the elder Hand to 
have a new Deal; but if he ſtands the Deal, he 
muſt leave three Cards for the younger Hand. 

XXIII. You are in the firſt Place to call your 
Point; and if you have two Points, if you de- 
ſign to reckon the higheſt, you are to call that 
firſt, and are to abide by your firſt Call. 


XXIV. You are to call your Terces, Quarts, 


Cinques, & c. next; and to call the higheſt of 
them, in caſe you deſign to reckon them. 
XXV. You are to call a (Quatorze, preferable 


to three Aces, &c. if you deſign to reckon them. 


XXVI. If you call a Te:ce, having a Quart 


in your Hand, you muſt ab:de by your firſt Call. 


H 4 = SOME 


. Pp © 
0 ” == - 
rags vert 232 
* 
—— 


— — 
— OE 83 
A — 


— 


* n — "AP . F 


3 —ů nn ———— 21—uji⸗ũ 


_ OE — 


r — 
83 - 


N 
l — 


8 9 
WE 


— ——  —— —— „ 
mw. 
me” Ie 


_ 
a — 
** 2 on 5 1 hy Gy * 
PERL 3 8 — An 8 > ” an” _— * 
0 ä 1 — — 2 8 : 1 - | 
5 28 > - 7” > - o - * ” . . . 
_ > * by 2 . 5 = . * „5 6 22 w 7 4 \ 1 — 2 — 
0 12 ES rr 2 . ; r — * CE. — fm 
> _ > * + PSs a 4” 7 « I $6 IDF _ . 
= ” x * 2 Ka * 1 3 < — * Q 
We * ; A — 5 Y 2 x 
—— . — 1 —— 4 0 2 bk 8 N 
ID r 2 * ; Eo —— FO 4 
— 4 > I 1 : 
- n 2 * — oY oo "WM =—_ > Iwo r — * 8 2 5 
© , on * n . — >, FE 
, — 3 — 4-44 ARC. —— wt" in 


od: 
8 


— 
— 


— 
yu o= 


« 
R 
pa — 
— - 
. 
A; 


— - — — — 


2. bc es cit todo 7 = IS . - l Y | — me : ” 5 
— — z . ²˙;wm 1¹Ü—.T⅜ẽͥV T EET rr 


I. N 


— 


t-ftreet. [No. 19.] 


Amen 


- 
—y 
> 
* 
* 
A 
* 
9 
0 
A 
A 
= 


D U B I. 
Parli 


FOR PLAYING WELL art 


In 


SOME 
kk VE 249 
OBSERVATIONS 


> 


Printed by Ja mrs Hoey, at the Mercury 


— poly way wu OT „ff ]ð§⁊] — ; — a = Nee VV7½VTV000 - <7 ON" 


SOME 
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AND 8 1 
| For playing well at CHESS. | | 


OU ought to move your Pawns before 
you ſtir your Pieces, and afterwards to 
bring out your Pieces to ſupport them ; there- 
fore the Kings, Queens, and Biſhops Pawns #1 
ſhould be the firſt played, in order to open your 
Game well. 1 
II. You are not, therefore, to play out any 1 
of your Pieces early in the Game, becauſe you 9 
thereby loſe Moves, in caſe your Adverſary aas 
it in his Power, by playing a Pawn upon them, 1 
to maße them retire, and alſo opens his Game at 1 

the ſame Time. Eſpecially avoid playing your 1 
Queen out, till your Game is tolerably well 1 
opened. oY 

III. Avoid giving uſeleſs Checks, and never 
give any, unleſs you thereby gain ſome Advan- 
tage, becauſe you may loſe the Move if he can 
either take or drive your Piece away. 

Il IV. Never crowd. your Game by having too 
many Pieces together, for Fear of choking up 
your Paſſage fo as to hinder your advancing or 
| ; retreatirg your Men as Occaſion may require. 

VP. If your Game happens to be crowded, 
endeayour to free it by making Exchanges of 

| Pieces. 
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Pieces or Pawns, and Caſtle your King as ſoon 


as you conveniently can. 

VI. Endeavour to crowd the Adverſary's 
Game, which 1s to be done thus; when he plays 
out his Pieces before he does his Pawn, you are 
to attack them as ſoon as you can with your 


' Pawns, by which you make him loſe Moves, | 


and conſequently crowd him. 


VII. Never attack the Adverſary's King with- 
out a ſufficient Force; and if he attacks your 
King, and you have it not in your Power to 


attack his, you are to offer Exchanges with him; ; 


and if he retires, when you preſent a Piece to 


change, he may loſe a Mov e, and conſequently — 


you gain an Advantage. 
VIII. Play your Men in ſo good Guard of one 
another, that if any Man you advance be taken, 


the adverſe Piece may alſo be taken by that 


which guarded yours; and for this Purpoſe, be 


ſure to have as many Guards to your Piece, as 


you ſee your Adverſary advances Pieces upon it; 


and if you can, let them be of leſs Value than 
thoſe he aſſails with. If you find that you can't 
well ſupport your Piece, ſee if by attacking one 


of his that is better, or as good, whether you 


can't thereby ſave yours. 
IX. Never make an Attack but when well pre- 


pared for it; nor give uſeleſs Checks, for there- 
by you open your Adverſary's Game, and make 


him ready prepared to pour in a ſtrong Attack 
upon you, as ſoon as your weak one is over. 


X. Never play any Man 'till you have exa- 
mined whether you are free from Danger by your 
Adverſary's laſt Move; nor offer to attack till 
you have conſidered what Harm he would be 

able 


\ 


. 
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able to do you by his next Moves in conſequence 
of your's; that you may prevent his Deſigns, if 
hurtful, before it be too late. 

When your Attack is in a proſperous Way, 
never be diverted from purſuing your Scheme (if 
poſſible) on, to giving him Mate, by taking any 
Piece, or other Advantage your Adverſary may 


purpoſely throw in your Way, with the Intent, 
that by your taking that Bait, he might gain a 
Move that would make your Deſign miſcarry. 
XII. When you are purſuing a well-laid At- 

tack, but find it neceſſary to force your Way 
through your Adverſary's Defence, with the 
Loſs of ſome Pieces; if upon. counting as many 
Moves forwards as you can, you find a Proſpe& 
of Succeſs, ruſh on boldly, and ſacrifice a Piece 
or two to gain your End: Theſe bold Attempts 
make the fineſt Games. 

XIII. Never let your Ciera ſtand fo before 
your Kings, as that your Adverſary, by bringing 
a Rook or a Biſhop, might check your King, if 
ſhe were not there, for you might hardly chance 
to fave her. 

XIV. Let not your Adverſary's Knight (eſpe- 
cially if duly guarded) come to check your King 
and Queen, or your King and Rook, or your 
Queen and Rook, or your two Rooks, at the 
ſame Time; for in the two firſt Caſes, the King 
being forced to go out of his Check, the Queen 
or the Rook muſt be loſt; and in the two laſt 
Caſes, a Rook muſt be loſt, at beſt for a worſe 
15 Piece. 

XV. Take Care that no guarded Pawn of your 
Adverſary's fork two of your Pieces. 


XVI. 


[ 
| 
|. 
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' XVI. When the Kings have caſtled on diffe- 
rent Sides of the Board, the Adverſary muſt ad- 
vance upon the other King the Pawns he has on 
that Side of the Board, taking Care to bring his 


Pieces, eſpecially his Queen and Rooks, to ſup- 
port them; and the King that has caſtled, is not 


to ſtir his this Pawns till forced to it. 


XVII. In playing the Game, endeavour to 


have a Move, as it were in Ambuſcade ; what is 
meant by it, is to place the Queen, Biſhop, or 
Rook behind a Pawn, or a Piece, in ſuch a Man- 


ner, as that upon playing that Pawn, or Piece, 


you diſcover a Check upon your Adverſary's King, 
and conſequently may often get a Piece, or fome 
other Advantage by it. 


# 
, 
/ 


XVIII. Never guard an inferior Piece with a 
better, if you can do it with a Pawn, becauſe _ 


that better Piece may in that caſe be, as it were, 
out of Play; for the ſame Reaſon, you ought 


not to guard a Pawn with a Piece, if you have 


it in your Power to guard it with a Pawn. 
XIX. A Pawn paſled, and well ſupported, 
often coſts the Adverſary a Piece. And if you 


play to win the Game only, whenever you have 


gained a Pawn, or any other Advantage, and are 
not in Danger of loſing the Move thereby, make 
as frequent Exchanges of Pieces as you can. 


XX. If you have three Pawns each upon the 


Board, and no Piece, and you have one of your 
Pawns on one Side of the Board, and the other 


two on the other Side, and your Adverſary's 
three Pawns are oppoſite to your two Pawns, 


march with your King, as ſoon as you can to 
take his Pawns, and ii he goes with his King to 
fupport them, 80 on to Queen with your ſingle 


Pawn, | 
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Pawn, and if he goes to hinder him, take his 
Pawns, and puſh the others to Queen: This 
ſhews the Advantage of a paſs'd Pawn. 

XXI. At the latter End of a Game, each 
Party having only three or four Pawns on diffe- 
rent Sides of the Board, the Kings are to endea- 
vour to gain the Move in order to win the Game, 
For Example; if you bring your King oppoſite 
to your Adverſary's King, with only one Houſe 
between you, you will have gained the Move. 

XXII. When your Adverſary has his King 
and one Pawn on the Board, and you have your 
King only, you will never loſe that Game, if 
you can bring your King to be oppoſite to your 
Adverſary's, when he is immediately either be- 
fore, or on one Side of his Pawn, and there is 
only one Houſe between the Kings. 

XXIII. When your Adverſary has a Biſhop 
and one Pawn on the Rook's Line, and his Biſhop 

is not of the Colour that commands the Corner 
Houſe his Pawn is going to, and you have only 
your King, if you can get into that Corner you 
cannot loſe that Game, but may win it by a 
Stale. 

XXIV. When you have greatly the Diſad- 
vantage of the Game, having only your Queen 
left in Play, and your King happens to be in the 
Poſition of Stale-Mate, keep giving Check to 
your Adverſary's King, always taking Care not 
to check him where he can interpoſe any of his 
Pieces that makes the Stale; ſo doing, you will 
at laſt force him to take your Queen, and then 
you win the Game, by being in a Stale-Mate. 


XXV. 
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XXV. Never cover a Check with a Piece that 
a Pawn puſh'd upon it may take, for fear of only 
getting that Pawn for it. 

XXVI. Always take Care that your Adver- 
ſary's King has a Move, for fear of giving a 
Stale-Mate ; therefore don't crowd him up with 

your Pieces, leſt you 5 give One. 


Explanations and Applications of ſome of the - forego- 
ang Rules and Obſervations. 


1. HETHER you play the open 18 
or the cloſe Game, be ſure you bring 


out all your Pieces into Play before you begin to 
attack; for if you don't, and your Adverſary 


does, you will always attack, or be attack'd, at 
a great Diſadvantage ; this is ſo eſſential, that 
you had better forego an Advantage than deviate 
from it; and I may venture to pronounce, that 
no Perſon can ever play well at this Game, that 


does not put this Rule ſtrictly in Practice; and 
don't let any Body imagine, that theſe prepara- 


tory Motives are uſeleſs, becauſe he does not 
receive an immediate Advantage from them ; 
they are juſt as neceſlary, as it is at Whiſt, to 
deal thirteen Cards around before you begin to 
play. In order to bring out your Pieces pro- 


perly, I would adviſe to puſh on your Pawns 


_ firſt, and ſupport. them with your Pieces, and 
you will receive this Advantage from it, that 


your Game won't be crowded : I mean by this, 


that all your Pieces will be at Liberty to play 
and aſſiſt each other, and fo co-operate towards 
obtaining your End ; and this farther 1s to be 


obſerv'd, that either 1 in your Attack, or Defence, 


you 


ww — 
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you bring them out ſo as not to be drove back 
again. 

II. When you have brought out all your 
Pieces, as I have premis'd, which you will have 


done very well, eſpecially if you have your 


Choice on which Side to caſtle (which I would 


always adviſe to do) I would then pauſe a while, 


and conſider thoroughly my own and my Adver- 
ſary's Game, and from his Situation, and ob- 
ſerving where he is weakeſt, I would not only 
take my Reſolution where to caſtle, but likewiſe 
where to begin my Attack; and it ſtands to 


Reaſon, you can't do it in a better Place than 


where you are ſtrongeſt, and your Enemy weak- 
eft. By this Method *tis very probable, that 
you will be able to break through your Adver- 
ſary's Game, in which Fray ſome Pieces muſt 
of Courſe be exchanged. But now pauſe again, 
and ſurvey both Games attentively, and don't 
let your Impetuoſity hurry you on too far with 
this firſt Succeſs ; and my Advice to you now in 


this critical JunQure (eſpecially if you ſtill find 


your Adverfary pretty ſtrong) is to rally your 


Men again, and put them in good Order for a 
ſecond or third Attack if needful, ſtill keeping 
your Men cloſe and connected together, ſo as to 


be of Uſe to each other: For Want of this Me- 


thod, and a little Coolneſs, I have often ſeen an 
25 almoſt ſure Victory ſnatch'd out of a Player's 


Hands, and a total Overthrow enſue. But, if 


after all, you can't penetrate ſo far as to win the 


Game, nevertheleſs, by obſerving theſe Direc- 
tions, I apprehend you may ſtill be very ſure of 


having a well-diſpofed Game ; and this brings me 


to 
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to the third Part of the Game, which is the 


Concluſion. 


III. And now that I am come to the laſt Pe- 
riod of the Game, which abounds alſo with Dif- 
ficulties and Niceties ; it muſt be obſerv'd, where 
your Pawns are ſtrongeſt, beſt conneQed toge- 
ther, and neareſt to Queen; you muſt likewiſe 
mind how your Adverſary's Pawns are diſpoſed, 
and in what Degree of Preferment they are; 


and compare theſe Things together, and if you 


find you can get to Queen before him, you muſt 
proceed without Heſitation; if not, you muſt 


hurry on with your King to prevent him: I 
ſpeak now, as ſuppoſing all the Noblemen are 


gone; if not, they are to attend your Pawns, 
and likewiſe to prevent your Adverſary from 


going to en. 


Some r, Rol Es, by IWay of Corroboration and 
Supplement to what has been already ſaid. 


I. \ON”T be too much afraid of loſing a 


Rook for an inferior Piece: My Reaſon 


is this, altho* a Rook is bettter than any other, 
except the Queen, yet it ſeldom comes into Play 
fo as to operate until the End of the Game, and 
therefore it happens very often, that 'tis better 


to have a leſs good Piece in Play than a better 
out. | 

II. When you have moved a Piece, ſo that 
your . Adverſary drives you away with a 


| Pawn, take 1t for granted (generally ſpeaking) 


that it is a bad Move, your Enemy gaining that 
double Advantage over you of advancing himſelf, 
and making you retire: I think this deſerves 

9 g Attention; 
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| Attention ; for altho' the firſt Move may not be 
much between equal and good Players, yet the 
Loſs of one or two more, after the firſt, makes 
the Game almoſt irretrievable. Alſo, if you 
defend and can recover the Move or the Attack, 
(for they both go together) you are in a fair 
Way of winning. 
IIII. If you make ſuch a Move as that, ones 
Liberty to play again, you can make nothing of 
it, take it for granted it is an exceeding bad one; 
for at this nice Game no Move can be indifferent. 

IV. If your Game is ſuch, that you have 
ſcarce any Thing to play, *tis your own Fault, ei- 
ther for having brought out your Pieces wrong, 
or which is worſe, not at all; for if you have 
brought them out right, you muſt have Variety 
enough to play. 

V. Don't be too much afraid of doubling a 
Pawn, three Pawns together are ſtrong, but four, 
that make a Square, with the Help of other 

Pieces well manag'd, make an invincible Strength, 
and probably, in Time of Need, may produce 
you a Queen: On the other Side, two Pawns 
with an Interval between, are no better than 
one; and if imprudently you ſhould have three 
over each other in a Line, your Game can't be 
in a worſe Situation: Examine this on the Ta- 
ble, and the Truth of it will ſtrike you. Your 
Buſineſs, therefore, is to keep your Pawns cloſe 
cemented and connected together, and it muſt be 
great Strength on the other Side, that muſt over- 
Power them, 
VI. When a Piece is ſo attack'd that you 
* can't ſave it, give it up, and beſtow your 
Thoughts how to annoy your Enemy in another 
Place, 
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Place, whilſt he is taking it; for it very often 


happens, that whilſt your Adverſary is running 
madly after a Piece, you either get a Pawnor 


two, or ſuch a Situation as ends in his Deſtruc- 
tion. 


VII. Suppoſing your Queen and ihe Piece 


are attack'd at the ſame Time, and that by re- 


moving your Queen you muſt loſe your Piece ; 
in this Caſe, if you can get two Pieces in Ex- 


change for your Queen, I would adviſe you 
rather to do it, than retire ; for obſerve, *tis the 


Difference of three Pieces, which is more than 


the worth of a Queen; beſides that you keep 


your Game entire, and preſerve your Situation, 


which very often is better than a Piece; nay, 
rather than retire, I would give my Queen for 


a Piece and a Pawn or two, nay, almoſt for 


what I can get; for do but obſerve, amongſt 


good Players, this one Thing (to convince you 


this Advice is not bad) that when the Attack and 
Defence is thoroughly form'd, and every Thing 
prepared for the Storm, if he that plays firft is 


oblig'd by the ACt of the Perſon that defends to 


retire, it generally ends in the Loſs of the Game 


of the attack'd Side. 
VIII. Don't aim at changing without Reaſon; ; 


?tis ſo far from being right, that a good Player 
will take this Advantage of it, that he will ſpoil. 


your Situation and mend his own: But in theſe 
following Caſes *tis quite 'right ; when you are 


| ſtrongeſt, eſpecially by a Piece, then every Time 
vou change, your Advantage increaſes ; this 1s 


ſo plain it needs no Argument: Again, when you 


| have play'd a Piece, and your Adverſary oppoſes 
one to you, change directly, for it is plain he 


Wants 
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pants to remove you; prevent him therefore, 
and don't loſe the Move. 

IX. Every now and then I would have you 
caſt up your Game, and make the Balance, then 
take your Meaſures accordingly. 

X. At the latter End of the Game eſpecially, 


remember your King is a Capital Piece, and 


don't let him be idle; 'tis by his Means, gene- 
rally, you get the Move and the Victory. 
XI. Obſerve this alſo, that as the Queen, 


Rook, Biſhop operate at a Diſtance, *tis not 


always neceſſary in your Attack, to have them 


near your Adverſary s King; they do better at a 


Diſtance, can't be drove away, and pm a 
Stale-Mate. 

XII. When you have a Piece that you can 
take, and that can't eſcape you, don't be in a 
| Hurry; ſee where you can make a good Move 
| elſewhere, and take it at your Leifure. 

XIII. *Tis not always right, to take your Ad- 
verſary's Pawn with your King, for very often 


it happens to be a Safeguard and Protection to 
your King. 


XIV. When you can take a PDR tel diffe- 


rent Pieces, don't do it with the firſt that occurs, 
but conſider thoroughly with which you had beſt 
take it. 


LAWS at CHESS. 


15 F you touch your Man, you muſt play * 


and if you quit it you cannot recall it. 


II. If by Miſtake, or otherwiſe, you play a 


falſe Move, and your Adverſary takes no Notice 


of it till he hath play'd his next Move, neither 


of you can recall1 It. 
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III. If you miſplace your Men, and play two 
Moves, it lieth in your Adverſary's Power or 
Choice whether he will permit you to begin the 
Game, or not. 

IV. If the Adverſary playeth or diſcovereth a 
Check to your King, and gives no Notice of it, 


pou may let him ſtand ſo till he gives Notice. 


V. After your King has moved, you cannot 
Caſtle. 


: End of the Games of PI GET and Cukss. 
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PREFACE. 


N order to put Play upon the moſt equa! 
Foot, in this Treatiſe you have practical 


- Rules and Examples, plainly expreſſed in bon 


at Length, whereby all various Caſes, an 

| Odds of Games of any Kind, may be eaſily re- 
folved, without any Knowledge of Algebra, or 
Logarithms; by which the moſt unſkiltul Perſon, 
in betting his Money, is put upon an equal Foot 
with thoie who have applied themſelves to this 
Kind of Study for many Years. 

Calculations at Whiſt, when you are one 

Game love, and any certain Number of Points 
in the ſecond Game, how to bet your Money 
upon an Equality; alſo Directions for calculating 
the Chances at W hiſt. 
_ Calculations at All-Fours, which ſhew you 
the Odds when you ought to beg, or give a 
Point to your Adverſary when he begs, with 
Directions how to calculate the Chances at that 
Game. 

Tables of Aanuitics upon Lives, calculated 
according to the London Bills of Mortality, and 
Breſlaw Tables; with ſeveral other uſeful Ta- 
bles, which the Reader may underſtand without 
any Knowledge of Decimals. 

Calc lations for Lotteries and Dice, with Di- 
reclions how to perform the Operations. 


A ſhort Table of the Powers of two, ſhewing , 
the Odds of winning or loſing any Number ol Þ 


Games upon an Fquality of Chance. 
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| DOCTRINE of CHANCES, Ge. 


C 11 A p. I. 


3 CompinaTtioNs 

RE the various Conjunctions which ſe- 

ö veral Things may receive without any 
| Regard to Order, being taken 2 and 2, 3 and 

1 37 Kc. | 

# 5 he RU LE. 

: Firſt, You are to multiply continually, begin- 


ning with Unit (or 1) as many of the leaft of 

| | thoſe Numbers as your Combinations are to be 

| of, and the Product of that Multiplication i 1s to 
be the Diviſor. 

Then multiply, after the ſame Manner exaQly, 
as many of the laſt or greateſt of thoſe Numbers 
as your Combinations are to be of, for a Divi- 
dend; then divide that laſt Product by the firft, 
' Which ſolves the Queſtion. 

- Bn EXAMPLE. I. 
Querxre, How many different Combinations of 1 
three may. be had in fix Figures, viz. 1, 2, 3, 1 

Y Z 45 53 6 2 | 


r ———— pe we ——— SE 
ne =” 8 - — — 


E Thus, 


— — — . . 
> 


1 
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30 


120 The three higheſt Numbers multi. 
plied into one another for your 


Dividend. 


0 


WH 


6 The three loweſt Numbers multi- 
plwied into one another for your 


Diviſor. 
ed 
Divifor 612020 different 1 
"1 12 may be had of 3 in 
Figures. 


You ſee the Dividend, being 120, is the Pro- 


duct of the 3 higheſt Numbers multiplied into 


one another, which Product is to be divided by 


6, being the 3 loweſt Numbers multiplied into 
one another, which make 20, and ſhew that Þ 


the Combinations of 3 in 6 Figures make 20. 


Quere, How many Combinations may be has ; 


of 4 Cards in 7 Cards? 


| You are, as in the former Caſe, to Woll ö 


the four higheſt Numbers together for a Dividend, 


then you are to multiply the four loweſt Num- 
bels together for a Diviſor, and proceed as in] 


the former Example. 


EX AMPLIII 


ſolv 
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EX AMPLE II. 


| 2 
's . 


1 „„ 


840 Total of high Numbers tor a i Divi. 
dend. 


Thus, 1 5 


24 Total of low Numbers for a Divi- 1 
1 | ſor. 1 
een, tl | 
Diviſor 24 | 840 | 3s different Combinations £108 
| 72 | maybe had of Fl Cards 1 in 408 
ſeven. 1 

120 
3.60 | ih | | 
Thus any Queſtion of the like Nature may be j 7 


ſolved. 
| 3 Li A ſhort 


— — w ³¹ mA ˙·¹ * 
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. — —— 
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A fhort Table which ſaves ſome Trouble in the. 
Kind of Calculations. 
WW - . | | | 
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An Explanation of the Table. 


Suppoſe you are to find out how many diffe- 
rent Combinations there are of four in ſeven, 
look for four in the Perpendicular, and carry 
your Finger along that Line till you come under 
7, Where you will find 35 the Anſwer. 

Thus you may proceed for any other Caſe 


The 


within the Limits of the Table. 


1 
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73 


The Powers of two, or a Table ti find out the Odds 


ef loſing any Number of Games, upon an Equality 
of Chance within the Limits of the Tal le. 


JJ. 8 
9885 2 — — — « 4 
V 
„%%% To 
VV 
7 12 
„„ 256 

9 - — — 512 
[0.5 : 11024 
Lo RR A. 

12 - - - 4,096 

13 = 1 8,192 
)%%%CCßZ 10,306 

IS: 3268 
. D630 


An Explanation of the Table. 


Suppoſe you require to know the Odds of loſing _ 


three Games together, look in the Table for 
3, and againſt it you will find 8, therefore by 


ſubtracting 1 out of 8 there remains 


T3: which 


are the Odds of not loſing three Games together, 


. 


The like Method may be taken lor any other 


Caſe. 


14 


CHAP. 


i 
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. 
Px TVET. 
HAT Chance has the younger Hand 


to take in three certain Cards ? How is 
this Caſe to be ſolved ? 


| You are to multiply the three higheſt Num- 
bers into one another for your Dividend; then 


multiply the three loweſt Numbers into one ano- 


ther for your . there being 20 Cards un- 
ſeen, 


Exams l. 


'Thus, 19 


6840 The 3 higheſt Numbers. 


Thus, 1 
RY 
* 
S 

6 T he 3 loweſt Numbers. 


Dividend: 
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| Dividend. 
Diviſor 6 | 6840 
Fe 
8 
| xy 
24 
Quere, What Chance has the younger Hand 
to take in an Ace, having none dealt him ? 
The Number of Cards in which the 4 Aces 
are contained being twenty, and therefore the 
Number of Cards, out of which the four Aces 


1140 


are excluded, being ſixteen ; it follows, that the 


Number of Chances, which there are for taking 
in three Cards, amongſt which no Ace ſhall be 


found, are the Number of Combinations which 


ſixteen Cards may afford, being taken three and 
three, which Combiriations are thus found. 


You are to multiply 16 by 15, that Product 


by 14, which make 3360, being the whole 
Number of Chances of the three higheſt Num- 
bers, for a Dividerd; then you are to multiply 
into one another, the three loweſt Numbers for 
a Diviſor. 


1:6 EXAMPLE 
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EXT AML E II. 
. | 
| Is 
80 

16 


24 
14 


960 
240 


3 360 The three kizheſt Numbers tor 2 
Dividend. 


2 
3 
6 


Diviſor. 
5 Dividend. 
Diviſor 6 3360 $560 
56 
= 0 2 
Now all the Number of Chances, as found in 


the preceding Caſe, being 1140; from whenc: 


it follows that the FOLLY of not taking in an 


Ace in three Cards, is , cr 560 to be ub- 


tracted from 1140, which ſolves the — 


Thus 5 


The three loweſt Numbers for: a 


-” Mm 
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Thus, 1140 
Subtract 560 


580 for taking i in an Ace, and 560 


againſt Tr Which when re- 
duced, will be found to be 


29 for taking in an Ace in 
3 Cards, againſt 28 for not 
Young it. 


CHAP, III. 


36, to be equally divided between A and B. 
Quere, What is A's Chance for having font 


certain Cards (or four Aces oh in his erghtcen Cards 


dealt him? 


You are to multiply the ſour higheſt Nombers 
together, in order to find out the whole Number 


of Chances, which make 1,413,720. | 

Then you are to multiply the four higheſt 
Numbers of A's 18 Cards, which make 73,4. 40 
for a Diviſor; after you have divided the whole 
Number by A's Chances, that Produtt folves 
the Queſtion. 


Thus the whole Number of Chances, VIZ. 


1,413,720, are to be divided by A's Ch: inc, I 


73,440, W. hich loves the Queſtion. 


FX AMPIE 


ET us ſuppoſe a Pack of Cards, containing 


* 
9 —̃ Tn 2 8 N 
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EXAMPLE I. 


| The whole. | 
A*s Chance, 73,440 | 1,413,720 | 19,25 
17344 , Subt. for A. 


679320 18,25 e 
660960 


183600 
146880 
367200 
307200 


Thus you may ſee that it is 18 nearly to 1 


againſt A's having I four certain Cards dealt 
him. 


EXAMPLE II. 


Let us try whether the foregoing Caſe, as 


ſolved, will exactly agree with cur former Di- 


rections. 
Which is to multiply in the following Oder, 


viz. 18 by 17, that Product by 16, and that 


Product by 15, which make, as in the preceding 
Caſe, 73440 for A, which is to be divided by 
the four loweſt Nambers: multiphed into one 
another, viz. 1, 2, 3, 4, they make 24. 
Thus, 24 73,440 
. 
144 
144 


3060 for A. 


Then 
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Then you are to multiply, as in the preceding 


Product by 33, being 1,413,720 the whole Num- 
ber of Chances, which are to be divided by the 
four loweſt Numbers, vi. 1, 2, 3, 4, multi- 
plied into one another, which make 24 for a 
Diviſor. 


Thus, 4] 7 PANE * 58,905 


120. 


213 
192 


217 
216 


120 
120 


Now, in order to find out the oy” Odds, you 


are to divide the foregoing Number 58, 905 by 
A's Chance, viz. 3060, which Product ſolve: 


the Queition. 
Thus 3060 1355 $8,905 | 19,25 
3060 . I, 
28305 18,25 againſt A. 
o 


7650 
6120 


15300 
15300 


Caſe, 36 by 35, that Product by 34, and that N 
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CHAP. IV. 


ALL FO URS. 


ASES calculated, in order to ſhew the 
Player the Odds, for and againſt — to 
beg, or not to beg. 


Firſt Quere, What is the Chance, that A holds 


one Trump or more in his {ix Cards dealt him ? 
Anſwer, It is nearly nine to two for him. 


Second, What is the Chance that A holds 


any one out of two certain. Cards, viz. Ace or 


King of Trumps 85 
Anſwer, It is nearly three to one againſt him. 


Third, What 1s the Chance that A holds any 


one out of three certain Cards, viz.. Ace, King, 
or Queen of "I'rumps ? 

Anſwer, It is nearly nine to five againſt him. 

Fourth, What is the Chance that A holds any 
one out of four certain Cards, viz. Ace, King, 
Queen, or Knave of 'Trumps? _ 

Anſwer, It is nearly eleven to nine againſt him. 

Fifth, What is the Chance that A holds any 
one of "ON certain Cards, viz. Ace, King, Queen, 
Knave, or Ten of "I rumps ? 

Anſwer. It is nearly twenty-eight for him, to 
twenty-five againſt him. 

Sixth, What is the Chance that A holds any 
one of {ix certain Cards, viz. Ace, King, Queen, 
Knave, Ten, or Nine of Trumps ? . 

Anſwer, It is nearly three for him, to two 
againſt him. 

Seventh, What is the Chance that A holds 
any one of ſeven certain Cards, viz. Ace, King, 
en. RAVE, Ten, Nine, or Eight of Trumps? 


Anſwer, 


twenty againſt him. 
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Anſwer, It is nearly thirty nine for him, to i 
Quere, In how many Deals am I entitled to 


turn up Jack? 
Anſwer, It is nearly an equal Wager that you 


turn up Jack once in eight Deals. Thus, there | i 
being four Jacks in a Pack of fifty- two Cards, 4 
conſequently, one in thirteen Cards; 1 
therefore multiply 12 wy 0%, Which ſolves the Wi 
Queſtion. 
e 12 
577 


According to Mr. Demoivre's Doctrine. 8,4 / 1" 


Quere, Fir, What Chance that A holds 


either Ace or King of Trumps ? 
Forty-five Cards being the Number, you are 


to multiply 45 by 44, Which is 1980 for the 


whole Number of Chances. 0 


The whole Number of Changes, 1980 4 


that he holds A and not B, N 39 | 


—³ — 


A's Chance to nold one or the other,), 
234 


by 6, Which gives | 
That he holds B and not A, multiply} 5 F 

as before — —— 34 5 

| From the whole Number fubtra 468 9 ö 


— — 


Remainder againft him 15 12 
Therefore, it is nearly three to one, that he . 
holds neither Ace nor King of Trumps. 8 


CHAP. 


— — _ ̃ꝓ— :- UT“ — Q ——— 
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ALCULATIONS at Whiſt, to ſhew 
4 the Odds upon winning the firſt Game of the 
| Rubber, and alſo any Point of the ſecond Game. 


=_ oſe Elder ; „ apſt. 

1 Firſt Game, and 9 love of the I 8 

Game, 3 i 8 11 to 1 
Firſt Game, and 8 love of the = 

cond, is nearly - - Cos 
Firſt Game, and 7 love of the — 

cond, Is - . -.. 152 5 9 0 
Firſt Game, and 6 love of the ſecond, 7 to 1 
Firſt Game, and 5 love of the ſecond, 5 to I 
Firſt Game, and 4 Jove of the ſecond, 4x to 1 
Firſt Game, and 3 love of the ſecond, 4 to 1 
Firſt Game, and 2 love of the ſecond, 7 to 2 
Firſt Game, and 1 love of the ſecond, 6 to 1 


The Uſe which my be made of the toregoing 
Table. | 

Suppoſe A and his Partner are one Game of 
the Rubber, and 9 love of the fecond Game, 
and twelve Pounds depending, it is plain that A 


ſaries one Pound only. 
Ihe like Method (in Caſe of dividing the 
Stakes) may be taken in any other Score ol the 
Game. 


Let us ſuppoſe that 9 love with me Deal: is 
ncarly 6 to I. 


With 


and his Partner, are entitled to receive eleven 


Pounds of the Stake depending, and the AdvVEr-" 


0 
F 
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With the Deal. for, agſt. 
Firſt Game, and g love of the ſecond , 
Game, is neff Bot Hb 
Firſt Game, and 8 love of the ſecond, 


is nearly 3 and ꝝ per Cent. more than 
the former. 


A and 7 love of the ſe- ? 
5 5 | 
Firſt Game, and 6 Ls of the hai: 8 tor 
Firſt Game, and 5 love of the ſecond, 6 to 1 
Firſt Game, and 4 love of the ſecond, 5 to 1 
Firſt Game, and 3 love of the ſecond, 44 to 1 
Firſt Game, and 2 love of the ſecond, '& W-4-* 
Firſt Aae, and 1 love of the ſecond, 7 to 2 


— 
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Calcular IONS at Wulsr. 


Variations. The two Letters (or Cards) A, BY 
or 1, 2, may be placed two different Ways, VIZ" 
A, B, or B, A, or 1, 2, or 2, 1. 

A third Letter, C, may be placed before them, 
between them, or after them, that is, three 
Ways. 

Theſe 3 multiplied by 2 make 6, that is to 
fay, by the different Poſitions of A, B, C, are 
all the different Ways that three Letters, or 
Numbers, can be ranged in a different Order. 

And if a fourth Letter D be introduced, mul- 

tiply the Variations of three as already by four, 
and ſo on to the End of new Numbers. 

Hence, firſt Rule, multiply the Number of 
Letters or Figures, whoſe Variations or Chances 


are ſought into the inferior Numbers, down to 
Unity or one. 


How 
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How many different Ways can I range five 
Letters or Figures? 

To find the Numbers, you are to multiply 
them in the following Order, viz. you are to 


multiply 5 by 4, which make 20; that Product 
1s to be multiplied by 3, which make 60; and 


that Product is to be multiplied by 2, which 


makes 120; which ſolves the Queſtion. 


Second Combination, or Election, if out of 
any Number of Cards, I am to chuſe any 2, any 
3, &c. how many Ways may I vary my Choice ? 

Suppoſe the Number of Cards to be thirteen, 
and that I am to chaſe two of them ; firſt, I may 


chuſe any one of the thirteen, then I may chuſe 
any one of the remaining twelve. 

And it I am to chuſe three Cards, I may chuſe 
one out of the remaining eleven ; therefore, to 


find out the Odds, you are to multiply the two 
higheſt Numbers together, which are 13 by 12 

they make 156, and are all the various Ways of 
chuſing two in the firſt Caſe ; and 13 multiplied 
by 12, and that Product multiplied by 11, which 


make 1716 being all the Varieties of Choice of 


three Cards in the ſecond Caſe. 
But we muſt conſider, that when we chuſe 
two Cards, whether I take A firſt, and then B, 


or B firſt, and then A, I ſtill chuſe the ſame 


Letters; 1t 1s plain, that I muſt divide 156 by 
2, that is, by the Variations of two. 


And when I chuſe three Cards, I muſt divide 
the Number 1716 by 6, that is to ſay, by the 


Variations of three ; 1 however the Order 


in chuſing them may be varied, they are till 


the ſame Letters, and the Choice is the ſame. 


Hence i 
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Hence, ſecond Ru Lx. 
Multiply the Number of Cards (in this Caſe 


being 13) out of which Tam to chuſe into the next 


inferior Number (12) and then into fo many infe- 


rior Numbers, gradually as you are to chuſe Cards. 
Then divide the whole Product, by the Vari- 
ations of the Cards you are to chute. 
DXAMEPLE::: 
I am to chuſe two Cards out of thirteen, 
How many different Couples may I form? 


Anſwer, you are to multiply the two higheſt 


Numbers together, being 13 and 12, which make 


156, and then divide that Product by 2, which 
are the Variations of the 2 loweft Numbers, VIZ. 


1, 2, which Product makes 78, being the An- 
ſwer to the Queſtion. 
Or J am to chufe 3 out of 1 3 

Thereſore multiply 13 by 12, and that Pro- 
duct by 11, which makes 1716, and then divide 
that Product by 6, which are the Varia ions of the 
3 loweſt Numbers, viz. 1, 2, 3, which Pro- 
duc makes 266, being the Anſwer to the Queſ- 
tion. 

The three higheſt Numbers e into 
one another. 


ng, | 
Diviſor (71286 


IT) „ 


Or 


e 


— * ye; <I, a 
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Or I am to chuſe 4 Cards out of 13. 
Therefore multiply 13 by 12, that Product 
by 11, and that Product by 10, which make 
17160, which Product is to be divided by the 
four loweſt Numbers multiplied into one another, 


VIZ," i, 2, 3, . 


The 4 higheſt Numbers as before, make 17160 
The 4 loweſt Numbers as before, make 24 


Dividend. 
Diviſor 1 71 $601? 15 


36 
24 


120 
120 


Therefore it is 714 to 1, that out of a Pack 
of Cards containing thirteen, that you do not 


draw four certain Cards. 
I would range a certain Number of Cards, in 
2 certain Number of Places. 
oo Roi: 
Multiply the higher Numbers of the Places 


together, as in the ſecond Rule, but do not di- 


vide. 
EXAMPLE. 

How many Ways can 1 range two Cards in 
thirteen Places? 

Anſwer, you are to multiply 13 by 12, which 
ſolves the Queſtion. 
Thus, 13 

12 


156 Ways. 5 
How 


tl 
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How many N can I range four Cards in 


thirteen Places ? 
Anſwer, You are to multiply the four higheſt 


Numbers into one another, which ſolves the 


Queſtion. 


Thus, 13 
IS 
156 
Tx 
156 
1 56 
1716 
10 


Make 17160 Ways. 


N. B. I do not divide as in the Example to 
the ſecond Rule; becauſe I then ſought only how 
many different Choices I might make: Here I 
range my Cards differently, not only with regard 
to the different Places I put them into, but alſo 
to their Variations of Poſition amongſt themſelves. 


Application of theſe Rules at Wis. 
Firſt Quere, What is the Chance that my 


Partner holds two certain Cards ? 
| Suppoſe the Number of Cards in the three 
Hands to be thirty-nine : By the third Rule, theſe 


two Cards may lie in the three Hands: Thus, 


multiply the two higheſt Numbers together, viz. 
39 by 38, which make all the Ways, 
Ways. 
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Ways. 
3 
And by the ſame Rule, they n may lie in] 
my Partner's Hand; 13 multiplied by 12, 
which make 156 for my Partner's Chance, + he 
which is to be ſubtracted from the Whole. 


— — 


1326 


Anſwer, 1326 to > 186, which when reduced 


is 17 to 2, that my Partner has not two certain 
Cards. 


Second Quere, That of the two . A 


and B, one only lies in my Partner's Hand, and 


that the Adverſaries hold the other. 
A in I of 13 Places. 
B in 1 of 26 Places. 


Multiply 78 
together 1 26 


3 
B in 1 of 13 Places 
A in 1 of 26 Places 


Multiply 78 


together J 26 

338 
Third Quere, That the Adverſaries hold A and B. 
Total of Chances as before, 1482 


By the third Rule, TW Cards in twen-] 
ty-ſix Places are 26 multiplied by 25, 
which make 650; theſe are to be ſub- 
tracted from the Whole 


650 


: Remainder 832 
8 The 


red 
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The Chance then is 832 to 650, or when 
reduced, is 32 to 25. 
PRO OF of the Op TRAT TON. 


| Chances. 
That my Partner holds both Cards is 156 
That he holds only A is be 7 338 
That he holds only B is — — 338 
T hat the Adverſaries hold both is ;090 
1483 


What 1s the Chance that my Partner holds 


three certain Cards? Suppoſe the Number of 


Cards to be thirty- nine in three Hands. 
To find the whole Number of Chances, you 
are to multiply the three higheſt Numbers into 


one another, viz. 39 by 38, and that Product 


by 37, Which make — 54804 
And to find my Partner's „ you 

are to multiply the following Numbers 

into one another, v7z. 13 by 12, and that 1716 

Product bv ii, which make 1716; which | 

is to be ſubtracted from the whole Number. 


Remainder 53088 


Therefore we find it is 53088 to 1716, that 
my Partner does not hold three certain Cards. 


When reduced, it 1s nearly 31 to 1 againſt my 


Partner. | 
Firſt Quere, What 1s the Chance; that the 
Dealers at Whiſt have tour Honours ? | 
Anſwer, Tu enty-iev en to two agatiil them. 


Second, What 13 the Chance, that the eldeſt. 


Hands have four Hondurs? 


Anſwer, Twenty- -three to one againſt them. 
T turd, 


— — 5 0 


— 
— 
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Third, What is the Chance, that either Side 
have four Honours ? 


Anſwer, Nearly eight to one againſt them. 
Fourth, What is the Chance, that the Deal 


ers have not three Honours? 


Anſwer, Thirteen to ſeven againſt them. 

Fifth, What is the Chance, that the eldeſt 
Hands have three Honours ? 

Anſwer, Twenty to ſeven nearly, againſt them. 

Suppoſing a Heap of thirteen Clubs, alſo a 
Heap of thirteen Spades. 

Quere, What Chance that you take out of 
both Heaps the two Aces, or any two certain 


Cards ? 


Anſwer, 'Thus ſolved, The Probability of taking 


an Ace out of the firſt Heap, is 57 or 1 Chance 
out of 13; and ſo is the Frobabilit) of taking an 


Aceout of the ſecond Heap ni, or 1 Chance out 


of 13; merefore, to find out the exact Odds, 
you are to multiply 2 by 2g, or multiply 13 by 
13, and that Product lolves the * 
Thus, 13 
13 
39 
13 


169 Chances in the Whole, therefore 
it is 168 to I againſt you. 


heals out of a ſingle Heap of thirteen Cards 


of one Colour, you fhould undertake to take out 
the Ace, and then the Deuce; though the Pro- 


bability of taking out the Ace be 23, or 12 to I, 
and the Probability of taking out the Deuce, is 
| alſo 
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alſo 43, or 12 to 1; yet the Ace being ſuppoſed 
as taken out, there will remain only twelve Cards 
in the Heap, which will make the Probability of 
taking out the Deuce to be 54, or II to f; there- * 
ſore the Probability of taking out the Ace, and "il 
then the Deuce will be 12, multiplied by 34, or 1 
multiply 13 by 12, which ſolves the Queſtion. 1 
Upon this Way of Reaſoning, the Doctrine of 1 
Combinations may be grounded. F 
Thus, 13 1 
1 | 
159 Chances in the Whole, there- | 
fore It 1s 1550 to 1  agaanſt you. \4 


c H 1 P. vi. 
i, eriety if Rueftions on Games of 8 with 


ther Solutions. 


And B, play at a Game of Chance, A 
has * Ml to four in his Favour to win 
that Game. 
Quere Firſt, What is the Chance, that A 
| loſes two Games together, having five to four 
of each Game? 
The Method of finding out the whole Num- 
ber of Chances is thus: firſt, you are to add 5 and 
4 together, which are the Odds of the Game, 
in Favour of A; then you are to multiply that 
Product, which is 9 by Nine, which make 81; 
and that is the whole Nurber of Chances, out 
| | which you are to ſubtract B's Chance, which 
is 4 to be multiplied by 4, which make 16, and 
the Remainder being 65, is in Favour of A, and 
16 in Favour of B. 
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Multiply, F ; 
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Thus, ) 5 
Add, * 


Mutiphy, 55 9 « 
1e Whole. 


81 1s the wholeNumber of Chances „81 
B*s Chance, 
Multiplied, J 4 


16 B's Chance to be ſubtraQed 16 


In 1 of A, 65 
In Favour of B, 16 


The Whole 8 91 


Therefore, the Odds! in Favour of A are ſixty- 
five to ſixteen in Favour of B, or nearly four to 


one. 
Quere Second, A has ſeven to four for winning 


the Game of B. 


What are the Odds that he 1 two G 
together, having ſeven to four of each Game? 


nas þ 


— The Whole. 


121 The wholeNumberof Chances 12 . 


B' | 


B's 
ML 


Mul 


B's ( 
Mul 


Multiplied 
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B's Chance, } 4 4 


_ Multiply, 


16 B's Chance | is to be ſubt. 16 


In e of A, 105 

In Favour of B, 16 

The Whole 121 

When reduced it 15 ſix and a half to one 


| nearly. 


Quere, Third, What are the Odds of lobe” 


three to two, tw ice together : ? 


Add 
Multiply : 
— The Whole. 
3 75 The whole Number of Chances, 25 
B's Chance 


4 B's Chance to be ſubtracted, 4 


In Favour of not loſing, e 
Chances tor loſir -, 4 


Quere, Fourth, What are the Odds of loſing 


three to two, chats together? 


You are to add three to two, which make 


J five, then multiply that Preduct by five, which 
N makes twenty-five ; and alſo multiply that Pro- 


K 2 „ 


Multiply, 


, | 3 
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duct by five, which makes one hundred ard twen- 
ty-five, which is the whole Number of Chances. 
Then you are to multiply the Chances againſt 
you, which are two multiplied by two, which 
make four; and that Product is to be multiplied 
by two, which makes eight; which are to be 
ſubtracted from the whole Number of Chances, 
and that ſolves the Queſtion. 


1 __ 


5 

1 
Multiply, I f 
125 Whole Number of Chances, 124 
Againſt 1 2 
5 


you, 


— — 


8 A you, fubtrat — þ 
Chances in Favour of winning, 11; 


Againſt winning, 


— — 4 


FR 
wh 


By taking the like Method you may find or 


the Odds in any greater Number of Games. 


Qucre, Fifth, What are the Odds of lofi ; 


fave to three, thrice together. 


Ad f 


Mu 


. 11 


2 
2 
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Add. 


N 
8 
by 512 Whoie Nu umber of Chenbes 512 
20 guinſt 0 3 
youu, J 
9 : 
3 


F ſulti aplied 27 A inks winning, to be ſubtract. 27 
In Favour of not loſing, 485 
Againſt winning, 27 


512 


When reduced it is nearly twenty-eight to 
one. | | TRE 
The foregoing Rules and Examples are ſo 
plain, that we think it needleſs to give more 
Lxamples. | | 
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CHAP; YH 
CoMPUuTATIONS on DICE, 
IRST Quere; How many Chances are 
there upon UE: Dice? 


Anſwer, lon Ion 5 on 3Jon = 0 on 6 
Chances, (| 2161129617776 46656 


The whole Nabe er of Chances are to be 
ound out by Multiplication, according to the 


LN OWING Operation. 


Operation, — = EN Ks 5 
3 IO : L tee) — ” * — 36 
"Three Dice, = - 2 215 
0 

Four Dice, - - — 14296 
CCE „ 
| 1 

Six Dice, - — = 46656 


Thus you may proceed for any greater Num: 


ber of Dice: 


Second Quere, What are the Odds of throwing 


© 
fix or ſeven in two Throws at Hazard with two 


Dice! 
Anſwer, You are to find out the whole Num- 
ber of Chances, thus: multiply the highel: 


Number by itſelf, viz. 6 by 6, which make 36; 


then 


E 
C 
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then that Product is to be multiplied by itſelf, 
viz. 36 by 36, which make 1296; being the 
whole Number of Chances: Then the Chances 
that may loſe are 25, becauſe 6 and 5 have only 
11 Chances in their Favour to win, and 2 

againſt them, they make 36; therefore multiply 


_ the Chances that loſe being 25 by 25, lich 


make 625; then ſubiract it from the whole 


Number of Ch ances, which folves the (Qu: tion. 


| Thus, 35 


1290 The whole Number of Chances, 1296 


25 
I25 
8 625 "Che Chances that loſe are to be 51 6 65 
ſubtracted, 2 5 


In Favous of e 6 or 7 10 J 67 D 
two Throws, © - 
„ gainſt throwing 6 or 7 in two | 
62 
thro? Wig - 


WL 
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In order to prove the Operation, the Chances 


to win may be thus reckoned. | 
Viz. Multiply 11 by 11, make, 121 
Then multiply 11 by 25, make, 275 
And 25 multiplied by 11, the ſame, 275 
To throw 6 or 7 in two throws, G71 


Againſt throwing 6 or & in two 
throws, 8 V ſubtract 


T ba Difference, 46 
Now in order to know how much per Cent, 
thoſe gain who undertake to throw 6 or 7 in two 


Throws at Hazard, by the Rule of Three > 


may find it out. 
Thus, If 1296 gain 46, what will 100 gain, 
Anſwer, 3i. 11s. Od. per Cent. 


Quere, Third, In how many Throws may 


you undertaxe upon an 1 of Chance, to 
throw two Sixes upon two Dice? ; 
Anſwer, the whole Number of Chances upon 


o Dice are thirty-ſix, cut of which there is 
I one Chance for throwing two Sixes ; there- 


fore, (according to Mr. Demoivre's Doctrine) 
you are to multiply 35 by o, 7, which {Aves the 


Queſtion. 
6 = hus, 35 
0,7 


24,5 Youmay undertake to do it in twen- 
ty-four Throws and a halt. 

Quere, Fourth, In how many Throws with 

three Dice may you undertake to throw three 
Sixes? 

Anſwer, The whole Number of Chances upon 

two Dice being 36, and as a third Die is to be 

added 


ing 
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added, you are to inultiply 36 by the higheit 
Number of the third Die, which 1s 6, that Pro- 


duct is 216, out of which there is but one Chance 


for throwing three Sixes, and 215 againſt it; 
therefore, you are to multiply 215 by o, 7, which 
makes 150,5, and ſhews that the Chances requi- 
ſite muſt be 150 and . 
Thus 36 
6 
216 The Whole Number of Chances, 216 
The Chance to win, 1 


Againſt doing it, "4% 
For throwing, 1 


"Ros 
057 


150, The Chances to be thrown upon an 
Equality. 


Gere, Fifth, What is the Chance of throw- 


ing ſix or five at Hazard, in two Throws with 
two Dice? 


The whole Number of Chatices are to be found 
by multiplying 36 by 36, which make 1296; 


then the Chances for thoſe who undertake to 


throw ſix or five in two Throws are to be found 
by multiplying 27 by 27, there being ſo many 
Chances againſt them, which make 729, which 
are to be ſubtracted from the whole Number of 
Chances, and there remain 567, for thoſe who 
undertake to throw fix or five in two Throws. 
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1296 Whole Number of Chances 1296 
e Fr 1 


29 The Chances againſt Z 

_ throwing fix or five, [*Y 

The Chances for throwing, 507 

'The Chances againſt it, 729 

| 1296 

'The Chances to win may be thus reckoned, 

multiply 9 by g, which make 81, then multiply 

9 by 27, which make 243, and then multiply 
27 by 9, which make the ſame. 

Thus, Nine multiplied by nine, make 81 

Nine multiplied by twenty-ſeven, make - 243 

Twenty-ſeven multiplied by nine, the ſame, 243 


3 . 5 567 

Againſt throwing 6 or 5 in 2 Throws. 
As above, is — 5 1729 
For throwing, — — 567 


. 


The Difference, 162 
If you would know how much per Cent. is 
gained againſt thoſe who . undertake to throw ſix 
or five in two 'Throws, with two Dice at Hazard; 
1t may be found out by the Rule of Three, as 
in a farmer Example. 


The us, 


— — 752 ay 


C 


— | 


DocrRINE f CHANCES. 203 


Thus, If 1295 gain 162, what will 100 gain. 
Quere, Sixth, In what Number of Throws 


may you undertake to throw three Sixes twice 


with three Dice. 
The whole Number of 8 on three Dice, 


as before is found out to be 216, out of which 


there 1s only one Chance for throwing three 


Sixes, and 215 againſt it; therefore, multiply 


215 by 1,678, and that Product ſhews the 
Number, viz. 360 Chances nearly, according to 
Mr. Demoivre' s Dodtrine. 


Foie 


Thus, I 678 
. 


8390 
1678 


3336 


3 The whole 
Quere, Seventh, What is the Chance of 
throwing an Ace in the firſt Throw with four 


Dice. 
Anſwer, The whole * of Chances upon 


four Dice are found out as before to be 1296. And 


to find out the Chance for throwing an Ace the 
firſt Throw with four Dice, you are to multiply 
5 by 5, which make 25, that Product is to be 


multiplied by 5, which makes 125 for the third 


Die; and that Product is to be multiplied by 5, 


which makes 625 for the fourth Die; then ſub- 


tract 625 from the whole Number of Chances, 
which 3 are 1296, it ſolves the Queſtion. 
Thus, 
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„ 


Third Die, - 216 
6 


Fourth Die, 1296 Whole Number 1296 
Kos 8 
5 

Two Dice _ - 25 
'Third Die, - Inc 


Fourth Die, 625 For throwing an) 
Ace the firſt Throw with four Dice; C 625 
this to be ſubtratted from the Whole, 


_ Againſt throwing, 671 
For throwing, 625 


The Whole, 1296 


When GE TOP the Odds are thirteen to twelve 
nearly, for doing it. 


Quere, Eighth, Suppoſe you undertake to 
throw on Ace, a Deuce, a Three, a Four, a 


Five, and a Six, with fix Dice, how is this to 


be ſolved 5 
Anſwer, 
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Anſwer, You are to multiply the ſix Numbers 
into one another, viz. 1, 2, 3, 4, 5, 6, which 
make 720; then find out the whole Number of 
Chances upon ſix Dice, which are 46656, there- 
fore the Odds will be 46656 to 720, againſt 
doing it; which when reduced will be ſixty-four 
to one nearly. 
Multiply ſix Numbers into one another. 
Tus, 1 | | 


72 20 Which is to be the Diviſor of che 


whole Number. 
Dividend. 
Diviſor, 7200 56164 to 1 nearly. 
4320. 


3456 
2880 


576 
C HAP. 
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CHAP. VII. 


In a Lottery to find out the Number of Tickets, 
which is requiſite to entitle you to a Prize, upon 
an Equality of Chance. 


| Fg us ſuppoſe in a Lottery, where there 
are twelve Blanks to one Prize. 
Quere, Firſt, Ho many Tickets are 'requi- 
ſite to give you an equal Chance to get a Prize? 
You are to multiply 12 by 0,7; that Pro- 
duct ſolves the . to Mr. De- 


moivre. 
Thus 12 
5 7 


84 Nearly eight Tickets. 
Quere, Second, Suppoſe ten Blanks to a Prize ? 
Multiply as betore, 10 by O,7- 
Thus, 10 


0577 


7, Seven Tickets exactly, will give an 

equal Chance for a Prize. 

Quere, 'Third, Suppoſe twenty Blanks to A 

Prize? 
20 

057 


14,0 3 Ticket. 

Suppoſe i in a Lottery, where there are twelve 
Blanks to one Prize ? : 
Quere, Fourth, How many Tickets are re- 
quiſite, to make it an equal Chance for getting 
two Prizes ? 


You 
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You are to multiply 12 by 1,678, which ſhows 
it is nearly 10 Tickets. 
Thus, 1,678 
| 12 


20,130 Twenty Tickets nearly. 
| Suppoſe a Lottery, of ten Blanks to a Prize. 
Quere, Fifth, How many Tickets are requi- 
ſite to make it an equal Chance for getting two 
Prizes? Multiply as before. 
'Thus, 1,078 
e 


| 16,780 Seventeen Tickets nearly. 


Suppoſe a Lottery, of twenty Blanks to a 
Prize. 

Quere, Sixth, How many T ickets are requi- 
ſite to make it an equal Chance for getting two 
Prizes ? Multiply as before. 

Fi hus, 1,078 
| 20 


33-560 Thirty-three and a hali 


nearly. 
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An ESSAY on the 
CHA Fi IX. 


| The Value of an Annuity of one Pound a VH rar 
upon a ſingle Life, Intereſt of Money at 3| 
per Cent. calculated according to the London 


Bills of Mortality. 


| 08 


O0 Ow oO 


Value. 
138. 16 o 
£5 15 -- © 
tg -0--0 
9 0 8 
19 0 0 
19 0 0 
18 18 0 
14 :.0 
18 10 0 
18 6 of 
18 2 0 
47 18 0 
13 8 
1 8 80 
17 4 0 
17 0 0 
16 16 - © 
16 10 O 
16 6 oO 
16 2 of 
15 18 © 
15 12 „ 
15 8 0 
ts 4 6 


po 


14 16 
32114 12 


Value. 


14 4 


0 
0 
14 8 8 
O 
14 2 0 


13 18 


13 4 


3 Ws © 


11 


1314 
13 10 
IT © 


[3-0 
12 16 
12 12 
12 10 
8 
1 
11 
11 
11 


11 


10 
10 
10 6 


2 Value. 
56 10 2 
579 18 0 
5819 12 0 
8 
604-9---4- 0 
61] 8 18 
62] 8 14 
03] 8 10 
04] 8 6 
6518 © 
56] 7 16 of 
Bat.” 12-0 
68147 8 
„ 
70] 6 18 ol 
717 6 14 
7216 10 © 
7316 4 


— 


3 


00000, 


—— 
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5 3 calculated according to the London 
ls ts of Mortality. 


to 
= 


8 Þ Db 
A WW ÞD » 


25 


ISE 1 


16 


= 

4 0 
16 6 0 
0 
16 8 © 
5 
16 8 0 
6 8 
„ 
$6. 6 8 
15 16 9 
16 12 0 
15 8 8 
ty 4 © 
. 
16 8 
14 14 0 
5 
tz & © 
14 2 0 
144 0 0 
13 16 © 
1312 8 
13 8 0 
3 4-0 
13 © 


—— 
Value. 00 | Value. 


Value. 


0.006: 


d©00.0:0 


> 
311218 0456 
32 12 14 Oj57| 
33.12 12 0{58] 
34,12 8 0459 
358.120: 0189 
13612 2 61 
37:11 18 0;62 
38 11 16 0[63 
39,11 12 0164 
4011 10 9065 
Ati 8 0,66 
42/11 4 167 
4311 2 0168 
4411 © 0.69 
45 10 16 070 
4610 14 6071 
47.10 10 072 
4810 8 0173 
4910 4 O0 
$0 10 2 0 
51918 0 
529 16 o|- 
$319 12 of | 
$8 9 2 6 7 
$5 9-0: 07: 
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The Value of an Annuity of one Pound a Tear 


upon a ſingle Life, Intereſt of Money at 4 
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„* Mt. 


|The Valuc f an Amir 7 one Pound a Year 


for a fingle Life, Intereſt of Money at 3 
per Cent. calculated according io the Breſ- 
Jaw Tavle. 
[% Value. ©: | Value. [| Value. 
r 1 5 
6 1% 6 737116 12 560 18 8 
7119 12 032016 8 10157 10 12 O 
| 8.19 14 103316 5 58 10 6 o 
191917 43416 0 259 10 o 7 
eee 
11 1 1% 96615 13 4% „ 8 5 
12 19 12 © 37fts 9 20652 9 2 2 
1319 9 4.38/15 5 263 8 15 of 
14419 6 739 1 064 8 9 2 
15% 3 940% 16 065 8 2 7 
16 19 oi 2 7666 715 9 
17118 18 0142 14:8 21671 7-9-0 
18818 15 243 [4-23 9158 ” 4-01 
19118 12 -2[44|13 19-2109] 6 15 - © 
WVC 
121118 - 6. of461[13:9 i o 2 
ff <£:01741-0 15:7 
23117 19 iii 0 $1731. 5:50 
24117 16  71]49]12' 15 2/74 417 ©} 
$$117- 13 --21$0112 10 275 4 9 - © Þ 
2011710 Ofgt]12 r 
27417: :0---7162]12-.0--:0 
JJ 
"129116. 19 ir 9 2 
3016 16 0(55[U11 3 7 


DocTRINE of CHANCES. 


211 


The Value of an Annuity of one Pound a Year 
| for a ſingle Life, Intereſt of Money at 4 
per Cent. cal:#lated according to the Brel- 
law Table. 
r= Value. 15 Value. F Vale 
Tots ; 3 ö 7 hp 88 
616 10 031/14 10 1048870 98 5 
17116 12 0132114 8 2 C21 915-4 
$116 16 7133]i4 5 45869 10 5 
9116 17 934/14 2 5599 5 4 
110116 17 935013 19 7/6069 2 
12416 15 7435/3 16 5491] 8 13 © 
12416 12 12/3713 13 $192; 8 3 71 
13116 12 953813 10 563 8 4 % 
1416 10 9/33/13 7 2647 18 5 
15116 8 204% 4 65 712 7 
1666 6 2413 0 5667 6 7 
117516 4 242]12 17 0/677 o 5 
1816 2 043/12 13 768 6 tx 06; 
1915 19 9044/12 10 069 6 7 9 
r $1790] 6--r 2 
21j15:16.. 7146112 2 5171] 5 14 58 
c 6--:7 - 34- 
153118 11+ 0149131 14-10173]-$-0 -8 
2415 8 749/11 10 10174] 4 5 
25/15 6 250/11 6 107564 5 9 
$6118: n 2-57 
2715 + © iel 18 
2814 18 1053/10 14 0 
29014 16 215410 9 4 
[3ol14 13_al55 10 4 10] 
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The preſent Value of on! Pound to be received 
at the End of any Number of Years, not! 
exceeding 60, Diſcount at the Rate of 3 
per Cent. compound Intereſt. 5 
85 Value. 5 Value. 5 Value. 
og 5 id oe ge ies s 11 
2 0 is oz ed %o S5 Ao S5 9 
$7 0.18 331251 10 0x 143] © 3 
Een 9 24 0 9 10 a o 5 51 
en 35 o 9 921455 0 5. 31 
+0 O 16 9 26 1 32146 1 OT | 
731.0 16 3427 00 0 4a o 5 
8 o 15 10 28 0 8 9 148} 0 4 lf 
RWI 
10] © 14 11 [30 © JFC 
8 % as 
10 14 531 0. 8 0-|5t} o 4 5 
12] 0 14 032 0 7 9 152} © 4 32 
13] 0 13 74330 7 675300 4 2 
1440 13 24/34 0 7 4 540 4 0 
151 0 12 10 35 0-7 889 03-118 
o 12 36 C 6 11 6 0: 3 10 
ai d s -$$}$7} 0:43: 85 
; 0 6: 6-]98} 0-23-78 
ioo i 5 39 o 6 24/59 o 3 6 
20 © 11 0+ 5 0 6 100] 0.4 4 
925 
= . 5 
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et ett 


22 preſent Value of one Pound to be recei-. d ot 
the End of any Number of Years, not exceed | 
ing 60, Difcount at 4 per Cent. compounc| 
Iutereſt. 

RE | 5 _ Valve, 5 Value. 8 Value. 
10 19 3 i 8 9 ies 4 6 
20 18 6 220 8 51 42 0 3 104 
3160 171 230 8 11 43 0 3 8 
} 41-29-17 Flag 0. 710-1444 0.:3-:7 
5 16 54/2800 7 6 145] o 3 54 
4 64.0. 15 10 6 0 7 216% 3 31 
1712.15 24/27 011 4% 0 3 2 
41 81 © i. 7x[28þ 0 6 8 48 o 3 oz 
4 04. 0-14 -Oxf29F- os 6 5 oe 211 
i 300 6 2 501 0 2 10 
Hife 0 ifo 5 11 io 2 8 
1a 0.12 © 320 5 82/520 2 77 
13 i 0 „oe 6 0 2 6 
114 9 234 1 3 54] © 2 5 
CTC 
166 0 10 8 [3600 4 10 5% o 2 24 
17] 0 10 3403) 0 4 82/5/ 0 2 13 
181-0 9 103128{ 0. 4 © 58 0 2 0 
1910 9 of 914 4 5 O 111 
201-0 Q. 13 40 1 601 © 110 
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IT}; reſent Value of one Pound 4 Fa for any 
Number of Years, not exceeding 60, [ntere/t 
of Money at 3 per Cent. | 

| " pac . 1 ps = 

j 5 Value. 2] Value. ; Value. 

1 0 % 5 [aiþgs 8 340% 8 3| 

21 18 33/2215 18 94/4223 14 0 

31 2 16 / 123116 8 11 4323 19 8 

al 3 14 45 24416 18 9 4424 5 1 

j—=[—_ — . — _ —y— 

16865 9 114/2601717 62046024 15 6 

76 4 72/2718 6 6247] 25 0 6 

VVT 

of 7..15 : 9 449119: - 3 eo ieee 
1068 10 72/30/19 12 © 50ʃZz5 14 72 
110 9 s 03320 o O 5125 19 0 
112 9 19 1 52 20 7 10 452 26 3 
io 12 83320 15 4 3326 ᷣ ͤ7 6 
wait $ 11-134121-- 2 --8: $$4126- 11-54 
15011 18 enn ern, 3, 
1612 11 2430021 16 8 56026 19 07 
17413--3 4 13/422 3 4/7 3 . 
1813 15 0403 [22 9 1258027 6 75 
1914 6 6 8922 16 259027 10 12 
20114 17 0314123. 2 4 60 7-17 44 
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T he preſent Value of one Pound a Year for any 
Number of Years not exceeding 60, Intereſt 


of Money at 4 per Cent. 
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Value. 8 
oO 19 2221 
1-170 108 
2 15 6512 
3 12 75124 
4.9 OH 
5 4100226 
0:0 2 
6 14 25 
7 8 8229 
8 2 238 
8 15 221031 
9 782432 
g 19 82433 
10 11 34134 
11. 2 435 
13 08335 
12 3 325 
12 13 24438 
13 2 8439 
13 11104 
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19 15 1026 
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20 3 8 


20 10 11 
20 14 8 
20 17 820 
21.0 102 
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The BRrESLAW TABLE. 
>] Perſons | - Perſons 2 | Perfons 1 
4 living. living, 8 living. 
1] 1000 [2g] 539 [57] 272 
4-2] 8 {301 331 358 262 
3] 798 3 [ 523 [59j 252 
1750 332 515 60 242 
f 597. [614-2324 
ie „„ + 499 ©. j02 222 
7 692 [35] 490 163; 212 
:1-$}-- 080 _ F301 4S1.--:104}j- 202 
9 570 „1 65 192 
10 661 38 463 66 182 
11 653 [39] 454 67 172 
124 646 40 445 68 162 
131 640 [41] 436 [69] 152 
144 634 [42] 427 7 142 
15 ff.. 3913 - $1 
116} 622 [44 407 72 120 
[171-016-145]: 391 73 109 
18 | 610 46 2, "00 7 14 98 
119] 604 1471-377 75 88 
20 598 48 367-1761 78 
art 59% 149] -3S7 -{77 2 
22 586 50 340 78 58 
1 335. 1.29 49 
. 80 41 
TT 
$01 $90 $4]. 302-102] 28 
07} $5355} 292: -1930-- -23 
28] 545 56] 282 844 20 
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Doctor Halley, Profeſſor of Geometry in the 
Univerſity of Oxford, hath framed the foregoing 
Table, from Tables of Births and Burials that 
were in Breſlaw, the capital City of the Province 
of Sileſia in Germany, for five Years, viz. from 
1687 to 1691 incluſive, drawn up monthly by 
one Doctor Newman of that City, and commu- 
nicated to the Royal Society here : This Table 
ſhews the Number of Perſons that were living! in 
their reſpective Ages current. 

Some Uſes which may be made of this Table. 
| Suppoſe it was required to know the Odds of 
of a Man of 25 Years of Ape, N within a 
Year! 5 

Lock in the Table and you will find in the 
Column againſt 25, that there are alive 567 ; in 
the following Year, viz. 26, there are only 
60 living; therefore it is 560 to 7, that a Per- 
fon of Twenty-five Years of Age lives one Year. 
Or when reduced, 80 to 1. 

If you would know the Odds of a Man of 
Forty, living ſeven Years, you will find the 
Number of Perſons alive at 47 in the Table to 


de 377%, which are to be ſubtracted from the 


Number of Perſons alive at forty Vears of A 
which are 445; the Difference being 68, ſhows 
that the Perſons dying in {even Years, to be 68; 
therefore it is 377 to 68, or nearly 5 and a half 
to 1, that a Man of forty lives ſeven Years. 

It you would know how many Years a Man 
of forty has an equal Chance to live, look in the 
Table againſt 40, and you will find alive then 
445; then look in the Table till you come to 
half that Number, viz. 222, which ſhews that 
it is nearly an equal Wager that a Man of forty 
Years of Age, lives twenty-two Years. 
| F. 


